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INTRODUCTION 


Nintendo's Game Boy has changed the way we look at game 
playing. Now you can take it with you. The continued success of 
the Game Boy has insured a large and growing library of games. 
The first games were simplistic in design, but now there are 
games that offer great graphics, great sounds, great challenge, 
and lots of all three. Some of these games can wear out one or 
more sets of batteries! 

Nintendo Game Boy Secrets 2 is meant to get you farther 
than you've ever gotten in the games you love to play. By 
combining detailed descriptions with lots of graphics, this book 
not only tells you what to do, but often shows you, too. Like all 
books in the Secrets of the Games series, Nintendo Game Boy 
Secrets 2 goes an extra step for you. In fact, you can read this 
book in three different ways. 

1. As a guide to the games you don't yet own. What 
kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. As a strategy guide. How can you play this game 
successfully? Check the General Strategies section of each 
chapter for the most useful techniques and ideas. Then check the 
level-by-level, step-by-step Strategy Session and learn exactly 
how to go from the start to the finish of each game. 

3. To learn the ultimate secrets. Even in the Strategy 
Session, we hold back a little. We want you to try and figure it 
out on your own. But if you're still stuck, try our section called 
The Secrets. You'll often find special strategies, passwords, or 
powerful secret techniques in The Secrets. 

Finally, we've provided a chapter of Short Tips to add to 
your fun. This section is where you'll find secrets, passwords 
and nifty tricks hidden in your games. 


I'd like to end with a personal statement. Video games are often 
violent in content. That's okay. They're games. Enjoy the games, 


but please remember what's important: 


Respect the Earth. 
Respect all Life. 


—RDM 
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CHAPTER 1 


Bart Simpson’s 
Escape From 
Camp Deadly 


BART SIiMNPsaen-s 


ESCAPE FROM 


2 19 
NENT 
LICENSED BY NINTENDO 
PUSH START 





Distributor: Acclaim/LJN 
Game Type: Arcade Action 


WHAT’S GOING ON? 

Bart Simpson’s trapped in Camp Deadly, under the rule of Iron 
Fist Burns (the nephew of Homer’s boss, Monty Burns). Now 
he’s busting out by running a gauntlet of camp activities. With 
the help of his sister Lisa, Bart needs to scale Mt. Milehigh and 
escape Camp Deadly! 


PLAYERS 
Bart Simpson’s Escape From Camp Deadly is for one player 
only. 


SCORING 

You get points by beating up the bullies trying to stop you from 
escaping the Camp, along with defeating the Bosses up in secret 
treehouses. Points don’t matter if you don’t escape Camp 
Deadly, dude! 
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LIVES AND CONTINUES 


You start the game with three lives. Each life has two hits 
(indicated by chocolate candy). When you're hit, you lose a 
piece of candy. When all the pieces of candy are gone, you lose a 
life! You can find pieces of candy dropped by bullies or just 
lying on the ground. You'll also see Krusty the Clown Heads. 
Take these for an extra life! 

You can’t continue the game, so once all your lives are gone, 
the game is over. Uncool, man! 


CONTROLS 


Throw Jump 
Weapon Let Go 


Pause 





WEAPONS 


At the start of the game, you’re armed only with spitwads. As 
you make progress in the game, you'll get better weapons from 
Lisa. These extra weapons are usually what you need to beat 
some of the treehouse Bosses! 


SPECIAL ITEMS 


Sorry, man. There’s nothing special for Bart to pick up! 
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FRIENDS 


Lisa Simpson is Bart’s only friend at Camp Deadly. She’ll give 
him weapons he needs to whip the bad guys. 


ENEMIES 


Iron Fist Burns is the head of Camp 
Deadly. Watch out, man! 

Nelson is the head bully at 
Springfield Elementary, and he’s also 
top dog at Camp Deadly. 

Security Guards are trained by 
Iron Fist Burns, and come after you 
incessantly! 





STRATEGY SESSION 


General Strategies 


Flag Capture 
Move to the right and check out the 
bulletin board. Today’s activity: Flag 


FLAG CAPTURE 
Capture. Cool, man! It says “No 


TEAM A 
Spitwads” at the bottom of the sign. [EE ap an - were 
Yeah, right! Leave the board and start —R EYERSBCDY ELSE 





Hey vRS rm nema 


moving to the right. 3 ONO SPITWADS 


When you see the first flag, jump 
up onto the tree branch and grab it. A 
Security Guard will come onto the 
screen. Stay on the branch until he 
walks off, then drop back down to the 
ground and continue going to the 
right. 
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In the next tree, you'll find Lisa 
holding a boomerang. Take the 
boomerang (and throw it at her to 
hear Lisa yell at you!), then drop back 
down to the ground. Use the 
boomerang to knock away the 
charging Security Guards. 





By the time you reach the water, you should have collected 
several pieces of candy from the Security Guards. Jump onto the 
tree branch and jump across the river. You should make it to the 
other side (but not by much!). 

The beehive is totally deadly! If 
you get stung by the bees, you'll lose 
a life instantly, no matter how many 
pieces of candy you have. Stand on 
the tree branch and wait for the bee 
swarm to move to the left, then leap 
to the right over the bees and the 
beehive. 





Climb up the tree after the 
beehive and go all the way off the 
top of the screen. You'll enter the 
treehouse of Blindside Bill! This 
guy’s a total wuss. Jump over him 
and throw the boomerang 
diagonally to strike Bill in the back 
of the head. You'll defeat him with 
one blow! Grab the candy he drops, 
then walk to the right and leap over 
the black pit. Lisa’s waiting for you 
on the other side of the pit with a 
beekeeper outfit. Put it on and drop 
back down to the ground. 





When you reach the flag being 
guarded by the bees, just walk 
straight to the right. The bees won’t 
harm you thanks to the beekeeper 





Bart Simpson's Escape From Camp Deadly 


suit, and you'll get the flag! The suit will disappear a few 
moments after you get the flag. 

Climb up the next tree and use a big jump to clear the river. 
Continue past the two leaping fish and the beehive. Climb up 
the first tree after the beehive to enter the second treehouse. This 
time, it’s Rebound Rodney! 

To defeat Rodney, throw the 
Boomerang in a direction away from 
Rodney. Then jump over Rodney so 
that the boomerang hits him when 
it’s coming back to you. Hit Rodney 
with enough of these rebounds and 
he’ll be beaten! Move right for Lisa’s 
next present, a football helmet! 





Walk to the right and the charging Security Guards will 
bounce away from you! Once you’ve got the flag, it won’t be 
long before the football stuff disappears and you're vulnerable 
again. 


Climb to the top of the third tree 
past the flag and you'll get an extra 
life. Drop back down to the ground 
and move to the right. You’ll find a 
tree and a river. The tree branch will 
break after you stand on it fora 
moment, so stay on the ground and 
jump over to the floating log. Jump 
across to the other side of the river, 
move right, and collect the last flag. 





Lunch Break 


Burgers 


Run to the right and collect as many 
burgers as you can. Throw a few 
burgers at the attacking Security 
Guards. The Mess Tent ladies will 
make you eat the burgers you collect 
in one section of the Tent before you 
move to the next. For every five 
burgers you eat, you earn an extra 
life! 





Nintendo Game Boy Secrets 2 


A few extra tips for this section of the Mess Tent; jump over 
the forks the Guards throw at you, and throw as few burgers as 
possible. The more you have, the better your chances of extra 
lives! 

There’s a Krusty Head hidden in 
the air past the first trash can. Jump 
onto the box, then jump into the air to 
snag the Head. 





Broccoli 


In this section, the Security Guards get smarter. They’ll duck 
under the broccoli if you throw it while standing. Throw the 
broccoli while you’re ducking and you’re guaranteed to strike 
the Guards. Climb up the pole past the Broccoli trash can to get 
the Krusty Head. 


Crabapples 


This is the final section of the Tent. The Guards will come fast 
and furious, so keep tossing the apples! You’ll find a bulletin 
board after the crabapple trash can. It’s back to Flag Capture! 


Flag Capture 


Lisa’s waiting at the start of the level with five boomerangs. 
Take them and start going to the right. You won’t see anything 
new until you reach the poor sap caught in a snare! Could this 
be Madman Mort? Cool! Climb onto the tree branch above the 
madman, then fall to the ground so that you land next to the 
rope. You'll cut Madman Mort free and he'll salute in thanks! 
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Climb up the tree with the rope on 
it to enter the treehouse of Slipshod 
Sammy! This guy’s a breeze to beat. 
Keep hitting him boomerangs to knock 
him backwards. When you knock him 
into the black pot, he’ll fall to his 
doom! Cool, man! Jump over the pit to 
get a radiation suit from Lisa, and 
jump over the tree at the end of the treehouse to get three pieces 
of candy! 








When you find the radioactive waste pipe, move into it. 
You'll enter an underground area! Move to the right as fast as 
you can, avoiding the hazards. If you make it all the way 
through here, you'll collect five more boomerangs from Lisa! 
Climb up the ladder back into the forest. 

As you move to the right, you'll see a Krusty Head ripe for 
the taking! Jump into the trees to get it, then drop back to the 
ground and continue moving to the right. 

After you jump over the river, 
you'll find dragonflies! When a 
dragonfly appears on the right side of 
the screen, stop moving and throw 
your boomerangs to knock the 
dragonfly out of the air! Remember 
that you can throw diagonally as well 
as horizontally. Near the end of the 
flies, you'll find the next flag. 

Lisa’s waiting in the tree after the flag to give you five more 
boomerangs. Cool! If you haven’t lost a boomerang yet, you'll 
now have 15 of the deadly projectiles! Continue walking until 
you find the waste pipe. Go inside and walk to the right. Throw 
your boomerangs to kill the spiders on the wall and the ground. 
Lisa’s at the end of this area with five boomerangs and three 
pieces of candy. You'll need them! Climb up the ladder to the forest. 
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There’s a Krusty Head in the trees 
after the pipe. Jump off the branch 
quickly to get the Head, or the branch 
will break and you won't be able to 
reach the Head. Keep walking to the 
right and you’ll notice that the 
Security Guards attacking in a new 
way; by jumping out of the trees! 
Keep going until you find the next flag. Once you collect the 
flag, the Guards will return to their normal attack. 

After you jump past the fish and floating logs, get the five 
boomerangs from Lisa. Move to the right until you encounter 
the evil bully Nelson! Nelson walk back and forth on the 
branches above you, dropping down apples. 








Avoid the apples and throw your boomerangs upwards. 
Wait for the head of Madman Mort to appear and grab it. Mort 
will appear on the tree above you and walk to the left, blocking 
Nelson. Now climb up the tree and stand behind Mort, 
throwing boomerangs at Nelson when he gets within range. 
He’ll take a lot of hits, but you'll knock him from the tree! 

Move to the right to take the last flag, then read the bulletin 
board. It’s time for Dinner! 


Dinner 


Dinner is a lot like the Mess Tent. So much like the Mess Tent 
that’s there’s nothing to say about it! When you’re done with 
Dinner, the final stage of your stay at Camp Deadly will begin 
at... 
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Mt. Milehigh 


When you enter the first cave, throw 
a boomerang to hit the bat. Then drop 
down the right side of the ladder. 
When you hit the ground, move to 
the right. Some of the skulls on the 
roof of the cavern will fall at you, so 
run past them or move back to the left. 





After the skulls, you’ll be 
attacked by skeletons. Throw the 
boomerangs to the right to hit them. 
When you're past the bones, you'll 
find a ladder leading up. Start 
climbing! When you encounter a bat, 
wait for it to fly to one side of the 
ladder, then scamper up the other side. 





When you reach the top of the ladder, move left and exit the 
cavern. You'll be back outside! Move to the right until you find a 
narrow band of white rock. Start climbing the rock. You'll find 
Lisa with five boomerangs for you. fysraaz 
Keep going until you see a cave. |gamiepazers 
There’s a jerk in the cave throwing 
rocks at you. Scamper past the rocks, 
then drop down to the cave at the 
right moment and throw a 
boomerang to strike the rock-thrower. 
Enter the cave! 





You’ve got to climb one more ladder, past more bats. When 
you reach the door at the top of the ladder, go through and walk 
right to the bulletin board. 


Leaving Camp Property 

Jump up into the first tree for five boomerangs from Lisa and 
start moving to the right. The Camp Deadly Security Guards 
will be replaced by even meaner Power Station Guards! 
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After passing through a bunch of 
dragonflies, you'll have to jump over 
quicksand and sleeping bears! Don’t 
wake up “da bears” or you'll eat it. 
Watch out for the quicksand, too. 





You'll pass through a second wave of dragonflies after the 
bears, and then the Guards will resume their attack, this time 
dropping from the trees. Get through 

236893 2 LIVES : : 
them and jump across the river 

Be (using the logs, of course). Now 
you'll have to jump over huge fires! 
As long as you stay on the tree 
stumps, you shouldn’t get burned. 
Once you’re past the fires, go into 
the waste pipe. 





But something is wrong, because Lisa’s got a ball-and-chain on 
her leg! Oh no! It’s Iron Fist Burns! See The Secrets if you need 
help in beating Burns bad. 


SHH... THE SECRETS 


Defeating Iron Fist Burns 


You can’t actually defeat Burns. Instead, throw boomerangs at 
Burns so that they bounce off and strike the light bulbs above 
you. When boomerangs have hit all four bulbs, the screen will 
go dark. Jump over Burns and move to the right. Climb up the 
ladder. 

Jump up and hit the switch that says “Do Not Touch.” You'll 
appear on a cliff overlooking Camp Deadly. When the lights go 
out, walk to the right for your reward screen! 
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CHAPTER 2 


Beetlejuice 





Distributor: Acclaim/LJN 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Beetlejuice has got a lot of bio-exercising to do! First, he’s got to 
close down Weird World Tours, an afterlife tourist attraction he 
opened up in Lydia Deetz’s house! Then he’s got to journey into 
the Neitherworld and rescue Lydia from Astoroth. No problem 
for Beetlejuice—he’s the ghost with the most! 


PLAYERS 


Beetlejuice is for one player only. 


SCORING 
There are no points in this game. Your goal is to get through all 
six levels and rescue Lydia! 


11 
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LIVES AND CONTINUES 


You start the game with three lives. Each life has five Energy 
Units. Most of the ghosts and ghouls you bump into only take 
one Energy Unit, but some obstacles make you lose a life 
instantly! If you lose all your lives, the game is over! You can 
earn extra lives in the bonus rooms you'll find during the game. 


CONTROLS 


Direction 
Pad 


Pause Jump 





WEAPONS 


Beetlejuice is armed with bio-exorcist magic. Press the B button 
to unleash the magic onto the ghosts! 


SPECIAL ITEMS 


None. 
DONET peor 
BEEYLE .MITCE ? 
FRIENDS THEM INE 
Lydia’s your pal, but she’s been 
captured by Astoroth! Find her and 
rescue her from that four-armed freak! 
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ENEMIES 
STRATEGY SESSION 


General Strategies 


Level 1: Lydia’s House of Horror 


There are six rooms in the house, each of which has its own 
horrors! Start off by walking to the right and going into the first 
door to enter the Laundry! 

The clothing on the laundry line 
will attack you one piece at a time. 
Shoot each piece until the spook 
inside it appears. Some spooks will 
just fly off the screen, but others (the 
baby sandworms) will bounce : 
around until you you shoot and F ee] 
destroy them. 





Once all the clothes are beaten, a 
huge Bubble Ghost will fly from the 
washing machine! When this 
happens, jump onto the washing 
machine hose at the left side of the 
screen, facing to the right. Shoot the 
Bubble Ghost when you can. You'll 
be completely safe on the washing 
machine! When the Bubble Ghost is 
destroyed, you’re done with the 
Laundry room. 





When you’re back in the house, 
jump up the stairs and walk to the 
right. Go into the door to enter the 
Kitchen! This sequence is so simple 
it’s spooky! Stand at the right side of 
the screen and shoot to the left. When 
your magic hits the stuff falling from 
the cabinets, the stuff will be 
deflected to the left and hit the judge leaking up and down. 
Jump into the air to dodge the bone the judge heaves at you. The 
judge will be defeated before too long! 





13 
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Back in the house, walk to the 
right and down the stairs. When you 
reach the bottom floor, walk right and 
go into the door. This is the Den! The 
plates at the top of the screen are 
possessed. Shoot each plate as it drops 
down at you, then shoot the spook 
that was hiding inside the plate. 
When all the plates are shattered, the 
Den is cleared! 

When you appear in the house, walk right and go up the 
stairs. Keep climbing up and right until you find the next door. 
This door will take you into the Bedroom! 





Before the real game starts, you 
have to form your Funny Face. It’s 
hard to choose a good combination 
of weird parts; look at the picture to 
see one of the faces we made. Try to 
use this and see if you can improve 
on it! 





Once you’ve made your face, the 
real game begins. Press the Control 
Pad in the direction shown by the 
flashing pad in the middle of the 
room. The faster you switch from one 
direction to the other, the faster your 
Gross-O-Meter will rise. If you out- 
gross the ghost, you'll have beaten 
this room. 





Time for more house exploring. Walk up and then left to find 
the next door. Lydia’ s in here to explain the mysteries of the 
Bathroom! This room’s really a puzzle. pee 
You have to rearrange the puzzle 
pieces before time runs out. Make the 
pipe in the upper-right corner lead 
through the two numbered pipes to 
the bathtub in the lower-left corner. If 
you do this before the clock hits zero, 
you'll beat the room! 
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You've got one more room to clean out. When you appear in 
the house, move down, left, and up to find the final door. Lydia 
will explain a bit about the Boiler Room, but then you’ve got to 
beat it yourself! 





EVUSURTLtiiiiitest -. # ee 


When you appear in the room, catch only the solid drips. 
The flashing drips are possessed, so you don’t want to touch 
them! Every time you catch a drop, the arrow in the lower-left 
will count another drop. When you’ve caught enough drops, the 
spook in this room will appear and attack! 

When the ghost flies over you, run between two of his 
drops. When he flies to the ground, shoot him with your magic 
and run over his shots. Keep repeating your attack pattern until 
you beat the ghost and reappear in the house. Now climb up to 
the top of the house and look for the ladder. Climb up into the 
next Level! 


Level 2: The Attic 


When you appear in the Attic, move to the left and go into the 
wooden door. You'll get to play a bonus game for a free life! In 
this game, the object is to jump onto g¢ 
the odd-spook-out. When the three 
spooks appear, jump onto the white 
one with the tentacle eyes. This will 
move the 1-Up closer to the end of 
the ledge above you. Stomping on the 
wrong ghost will move the 1-Up to 
the left. If you stomp the right ghost 
enough times, the 1-Up will be yours! 
You'll appear back in the Attic, so start moving up the 
ladders and shooting the ghosts you encounter along the way. 
Go into the next door for another 1-Up bonus game. 
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This bonus game is pretty hard! 
You’ve got to guess which box the ghost 
appeared in last by pointing the arrow. 
We’ve noticed that the ghost often 
appears in one of the middle boxes, but 
this varies. Good luck with this game! 





To get rid of the bigger ghosts, you’ve got to lure the 
Firebanes into the candles (by shooting them with your magic) 
and lure the Slammers into the open 
trunks. When you've dispatched the 
spooks, the white hatch in the roof 
will be open. Jump through the 
hatch and jump along the high 
clouds to find a 1-Up. Then jump 
along the low clouds for a second 1- 
Up. Fall off the clouds to the right 
and into the next Level. 





Level 3: The Graveyard 


Start by pushing Statue 1 to the right. 
You'll find Pedestal 1 two ledges 
below the house. Watch out for the 
skeleton next to the Pedestal. When 
you push the Statue into place, Statue 
2 will appear. Push this Statue up and 
to the left to find Pedestal 2. Statue 3 
will appear next. 





Push this Statue all the way to 
the road at the bottom of the Level, 
then push to the right until you find 
the Fat Baby Monster. Push the 
Statue in front of the monster and 
he'll push it to the right. Follow the 
Baby, jumping along the branches to 
avoid the Venus BJ Traps on the 
road. 

When the baby stops moving, push the Statue up and right 
to the top of the Level, then move it left and downward. You'll 
need to take this long way around to find Pedestal 3 and find 
Statue 4. 
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Move Statue 4 up and right to 
find the next Pedestal. Now you'll 
have Statue 5. Move the Statue to the 
top of the screen, then push it to the 
left until you find Pedestal 5. When 
you place this Statue, you'll get to 
play a round of Ghoulcards. This is 
just like playing Concentration; pick 
the pairs of cards that match and you 
win! 

Move Statue 6 to the bottom of the screen and let the Baby 
push the State to the right. He’ll push the Statue just below 
Pedestal 6. Place Statue 6 to get Statue 7. Push Statue 7 right, up 
and left. It will fall almost into Pedestal 7. Shove the Statue into 
place and you'll play another round of Ghoulcards. 

The last Statue, number 8! Push it 
down to the road and let the Baby 
push it to the left. Then move the 
Statue up and left to find the final 
Pedestal. The exit will appear when 
you drop Statue 8 into place. 








Level 4: Beyond the Grave 


There are three stages in this level. Two of the stages are Mine 
Cart Stages; the third stage is the Platform Stage. 

In the Mine Cart Stages, you’ve 
got to master jumping in the cart 
and jumping out of the cart. Some 
spike balls require Beetlejuice to 
jump out of the Mine Cart and land 
in it again. Some spike balls require 
you to jump with the Mine Cart. The 
only way to learn the patterns is to 
play through this Level until you get 
it right! 















: eget See ee 
In the Platform Stage, the bubbles eee #3 





are the trickiest obstacles. When you eee SF 
get trapped in a bubble, float to a ie ee 
safe-looking area and stay there until |e Seis 
the bubble pops. Hopefully, you'll fall & 


into another safe area! 
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After all three stages are 
completed, you'll have the chance to 
put together a puzzle of Beetlejuice’s 
face. Our picture shows the 
completed puzzle, so use it as a guide 
to put your puzzle together! 


Level 5: The Neitherworld 


Riding the Pogosnake is tricky stuff! 
You'll need to master the controls if 
you want to bounce through the 
Spike Bombs and Cloud Chasms. 
Like Level 4, the only way to get 
through this Level is by playing 
several times and mastering the 
patterns involved. There’s no other way! Once you get through 
the Neitherworld, you'll enter the last Level! 





Level 6: The Final Encounter 
See The Secrets to find out how to beat Astoroth. Good luck! 


SHH... THE SECRETS 


Defeating Astoroth 


To beat this Boss, you’ve got to shoot off all his arms, then shoot 
him! Shoot the lower-left arm first, and stay on the left side of 
the room. When Astoroth comes at you, just stay against the 
wall and he won’t be able to hurt you. Jump onto the white 
ledges to shoot Astoroth’s other limbs. 

When Astoroth’s arms are gone, start shooting magic at his 
jaw. When you do enough damage, he’ll be beaten and you'll 
win the game! 
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CHAPTER 3 


Bill and Ted’s 
Excellent Game 
Boy Adventure 





Distributor: Acclaim/LJN 
Game Type: Arcade Strategy 


WHAT’S GOING ON? 


The most heinous De Nomolous has stolen the Fragments of 
Time and scattered them across ten different eras. Unless the 
Fragments are recovered, Bill and Ted will have a bogus future. 
Help them save the future by finding the Fragments! 


PLAYERS 


Bill and Ted’s Excellent Game Boy Adventure is for one or two 
players. Both the one-player and two-player modes require only 
a single Game Boy. 
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SCORING 


You score points for collecting each Fragment of Time and by 
collecting special items in each Room. The real goal of the game 
is to play through all 50 Rooms! 


LIVES AND CONTINUES 


You start the game with ten lives. Every time you get hit by 
something dangerous, or fall off the bottom of the screen, you 
lose a life. When you run out of lives, the game is over. You can 
earn one extra life for every 5,000 points you score. 

You start the game with three continues. Every time you 
continue, you'll start from the same World and same Room you 
last played. Run out of continues and lives and it’s time to start 
all over again! Heinous! 

Every time you reach a new level, you'll get a phone 
number (otherwise known as a password). Use the phone 
number before you start your first game and you'll begin at the 
first Room of that World. 


CONTROLS 


NY (oxera Take Item 
Bill /Ted and Use Item 


Turn Music ce. 5 Climb 
On/Off Pause and Jump 





WEAPONS 


Sorry, dude, all the items in this game count as Special Items. 
Check below. 
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SPECIAL ITEMS 


Look for the Question Marks in each Room. Touch them and 
press the B button to find out what they are. All of these items 
only last for a short time. 
The Balloon lets you float up, left or right. An easy way to 
get around the room you're in. 
The Bomb blows away any part of the platform you drop it 
onto. Don’t get caught in the most awesome blast yourself! 
The Clock adds ten seconds to the timer. 
The Question Mark flashes between a Question Mark and a 
skull. Press the B button when the Mark is showing and 
you'll be okay. Press the button when the skull is showing 
and you lose a life! 
The Rocket Pack makes you run totally fast. 
The Shield protects you from any frontal attacks. Enemies 
that run into you will be knocked backwards. 
The Slow Machine slows down your heinous foes while 
you move around normally. 
The Tombstone turns you into a spooky ghost! Now you 
can pass through your enemies without harm. 


FRIENDS 


Bill and Ted are buds, but the other 
people in this game are most unfriendly. 
Don’t touch ‘em or you'll die! 





ENEMIES 


Thanks to De Nomolous, there are several formerly dead 
historical dudes stuck in periods of time they don’t belong in. 
And they’re most upset. 
Abraham Lincoln is a great President with an aggro streak 
in him! 
Beethoven is an awesome composer who now wants to 
toast you! 
Einstein is a smart dude who walks around randomly. 
Joan of Arc is a bodacious babe who knows how to use 
a sword. 
You'll also have to watch out for other psycho individuals, 
like the Dog and the Arm-Thing. Beware, dude! 
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STRATEGY SESSION 


General Strategies 


You’re going to have to play through each Room many times 
before you can complete it. Our strategies will give you a 
general idea of which path to take, but you'll have to figure out 
the exact order of things on your own. Be persistent, dude! 

There are ten Worlds in the game. We’ve given you a guide 
to the first eight. For the final two, you'll be on your own. We 
still gave you some most excellent passwords in The Secrets! 


World 1 (Austria 1805) 


Room 1 


Very simple. Just avoid the Napoleon dudes and collect the 
flashing Fragments. Get the Fragment in the upper-left corner 
last, because that’s where the door appears after you snag the 
final Fragment. Makes sense, right dudes? 


Room 2 


Climb up the vine on the right, then walk across the top, 
collecting Fragments along the way. Climb down the left vine. 
The final Fragments are in the middle of the Room; avoid the 
Napoleons and snag ‘em. The door appears at the top of the Room. 


Room 3 - 
ae * oasses "O35 
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The rocky ledges in this Room 
will slowly collapse if you 
stand on them. When the ledge 
disappears completely, you'll 
fall! Don’t stand on the ledges 
for very long as you grab the 
Fragments. The door appears in 
the upper-left corner. 
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Room 4 


Start jumping up the rocky ledges on the right, grabbing every 
Fragment along the way. At the top of the Room, cross the arrow 
ledges. If you’re walking in the direction of an arrow ledge, 
you'll move quickly. If you’re walking against the arrow, you'll 
move slowly. 

Fall down the ledges on the left side, collecting more 
Fragments. The door will appear at the bottom of the Room, in 
the middle, so don’t miss when you jump for it! 


Room 5 


Joan of Arc makes her first 
appearance in this Room. You'll 
also spot your first Question 
Mark here. Stay away from Joan 
and collect the Fragments on the 
right side first, then get the ones 
on the left. The door will appear 
in the lower-left corner. 


TIHE 
ors 


World 2 (New Mexico 1879) 


Room 1 


Watch out for the tumbleweed; 
jump over it or run under it 
when it bounces into the air. The 
dude with the six-shooter fires 
lightning-fast volleys of bullets 
near the top of the Room. Get 
the Fragments at the top last; the 
door will appear in the upper- 
left corner. 





Room 2 


Get the Fragments on the bottom. Then get the Fragment in the 
upper-right corner. Save the Fragment in the upper-left for last. 
When you jump and touch it, fall straight down the left side of 
the Room to hit the door. 
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Room 3 


When you collect the Fragment in the upper-left corner, you'll 
open a passage in the middle of the Room. Grab the Fragment 
there to open another passage, then fall and grab the next 
Fragment to open a third passage, this one opening the way to 
the right side of the screen. 

Avoid the Question Mark block; it’s a skull-flasher, which is 
most heinous. Grab the Fragments on the right and go through 
the door that appears in the middle of the bottom of the Room. 


Room 4 


There’s nothing too tricky in this room. Just grab all the 
Fragments! The door will appear in the lower-right corner. 


Room 5 


Getting the Fragments is easy; 
getting to the door isn’t! To get past 
the gunslinger, wait on the ledge 
below the door. When the gunslinger 
walks to the right, jump up onto the 
vine, then quickly dart into the door 
before you get shot at! 





World 3 (Ancient Greece 410 B.C.) 


Room 1 


The Question Mark in the 
lower-right holds a Balloon. Use 
it to float up and grab the 
Fragments. Each Fragment you 
take makes one of the ledges 
disappear! The door will appear 
in the lower-right corner. Watch 
out for the torches on either side 
of the door! 
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Room 2 


Getting the Fragments near the top of the Room is tough. To get 
past the Socrateses, jump over them when they are walking past 
the torches. This way, you'll jump two obstacles at once! The 
door will appear in the lower-left corner, on the second ledge 
from the bottom. 


Room 3 


Get past the Einsteins at the top of the Room to the Question 
Mark in the upper-right corner. It holds a Tombstone, which will 
make you invulnerable as you collect the Fragments placed 
among the hot torches! Remember that it will wear off, so don’t 
get too reckless! The door will appear in the upper-right corner. 


Room 4 sCorr Tit 
ibd “oy F onesea EQ *a¥e 


You don’t need to get the Bomb out 
of the Question Mark in the upper- 
left corner, but it could come in very 
handy. With it, you can blow a hole 
through any of the ledges, taking a 
short-cut past Socrates. The door 
will appear in the lower-right corner. 





Room 5 

You've got to get the Fragment on the right side of the Room by 
jumping and touching it as you fall downward. If you miss it, 
there’s no way you can finish the Room, so run into an enemy 
and try it again. The door will appear in the lower-right corner. 


World 4 (Medieval England 1456) 


Room 1 

Climb to the top of the vine. Jump to the right and take the 
Fragment to make a ledge appear at the bottom of the Room. 
Take the second Fragment to the right, then fall to the ground 
and take the Fragment there to make a chain appear on the right 
side of the Room. 
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Climb up the vine and jump to the right to take the three 
Fragments. Climb up again and drop to the left. Take the two 
highest Fragments, but move to the right so you don’t take the 
third one. Climb up the chain and drop down to the small ledge 
to grab the two Fragments. 

You’re almost there! Climb up the vine again and drop to 
the left to collect the final two Fragments. The vine will 
disappear, but that’s okay. Climb up the chain to the top and 
leap to the left to hit the door. 


Room 2 


The last Fragment to collect is the one on the left side of the 
Room, next to the Question Mark. When you take it, the ledge at 
the bottom of the Room will disappear, but you'll fall down and 
hit the door. 


Room 3 


Grab the Bomb from the Question Mark in the upper-right 
corner. Plant the Bomb on the far right side of the Room. Grab 
the Fragments on the right to make a chain and a pipe appear. 
You'll need them to return to the top of the Room, because the 
door will appear in the upper-left corner. 


Room 4 os oorsse EQ “dbs 


The swinging axe in the lower-right 
corner is the only real danger in this 
Room. The door will appear in the 
upper-left corner. 


Room 5 


This is the first Room with the Dog. 
Don’t try to jump over the Dog, or 
he’ll catch you between his most 
razor-sharp jaws. Get the two 
Question Marks for a Clock and a 
Slow Machine. The door will appear 
next to the knight; jump into the 
door from the right to avoid him. 
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World 5 (San Dimas 1,000,000 B.C.) 


Room 1 


You only have to avoid a single 
pterodactyl while collecting the 
most plentiful Fragments, but 
it’s harder than it looks. Try 
leading it to one side of the 
Room, then scarfing Fragments 
on the other side. The door will 
appear in the lower-right corner. 








Room 2 


A most difficult level, thanks to 
the rock-throwing cavemen. As 
you collect the Fragments, the 
ledge on the bottom of the 
screen will start to disappear! 
The door will appear in the 
lower-left corner. 
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Room 3 

Collect a Bomb from the left and blow out the ledge on the far 
right side of the Room. Collect the second Bomb and plant it on 
the next ledge down, again on the far right side of the Room. 
Grab the Fragment in the lower-right corner and the wall will 
disappear. Now work your way to the left, collecting Fragments 
along the way. The Question Mark in the lower-left corner holds 
a Balloon. Use it to float upward, collect the final Fragment near 
the caveman, and go into the door. 


Room 4 


This Room is just a series of really tough 
jumps. As you make each jump and 
collect each Fragment, the ledges behind 
you will disappear. After collecting the 
final Fragment, the door will appear on 
the right side of the screen. 
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Room 5 


Many of the Fragments are placed in hard-to-reach areas. Avoid 
the pterodactyl and grab them all. Snag the Clock in the 
Question Mark when you can. The door will appear in the 
lower-left corner. 


World 6 (Shopping Mall) 


Room 1 


A bizarre, but pretty simple Room. 
When you grab the first few 
Fragments, the ledges will turn 
invisible! If you get stuck, just refer 
to our most excellent picture, 
which shows where the ledges are. 
The door will appear in the lower- 
right corner. 





Room 2 


Get the Shield out of the Question Mark and use it to block the 
sword-swingers as you collect the Fragments. Then get the 
Balloon out of the second Question Mark and float up to the 
upper-left corner of the Room. Jump across to the right and 
collect the Fragments. The four Fragments on the far right side 
of the Room have to be collected as you fall. Get them all and 
the door will appear just before you fall off the screen! 


Room 3 LIVES SCORE peg TINE 
os oo2iec 1 ore 


The double Dogs are a bit of a sata bic 
hassle, but not that bad. The hardest ee 2 
Fragment to get is the one guarded a 

by Joan of Arc. The door will appear 
at the bottom of the Room (on the 


small ledge). 
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Room 4 


This is one tough Room, especially the ledge in the middle of the 
Room (with the two shopping carts). Our only strategy for this 
Room is to get through it as soon as you can! The door will 
appear at the bottom of the Room, next to the vine. 


Room 5 


It’s vitally important to take the Fragments in the correct order, 
or you'll fall to your most heinous demise. First, climb up the 
chain and grab the Fragment next to the Question Mark. Then 
fall back down to the bottom of the Room and jump to the right 
to get the second fragment. The third fragment to take is the one 
in the lower-right. We'll let you figure out the rest! 


World 7 (School Room) 


Room 1 

A simple Room. Start by collecting the Fragments on the right. 
Each Fragment you take will open up another wall. The door 
will appear in the lower-left corner. 
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The ledges are guarded by evil 
Bill and Teds. They won’t kill 
you, but they will push you off 
the ledges, so watch out! 
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Room 3 


Just possibly the most heinous Room yet. The order in which 
you take the Fragments is of most major importance. Good luck! 
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Room 4 


De Nomolous makes his first 
appearance in this Room. If his 
bolts hit. you, you’ll be 
teleported to the place in the 
Room where you started. Get 
the Fragments above him! The 
door will appear in the middle 
of the Room. 





Room 5 


Whoa! Lots of Evil Bill and Teds are on the ledges, and De 
Nomolous is at the top of the Room. Get the Fragments up top 
first, then work your way down to snatch the others. 


World 8 (Abyss) 


Room 1 


Get the Fragments along the top of the Room, then drop down 
the ledges on the left side. Hop across the rocky ledges to the 
Question Mark in the lower-right corner. Use the Balloon to float 
up and take the last few Fragments. The door will appear in the 
upper-left corner. 


Room 2 


Avoid the Question Mark in the 
lower-left corner (it’s a skull). 
Grab the Fragments and watch 
out for Colonel Oats, a most 
insane military man lobbing 
hand grenades! The door will 
appear in the upper-right corner. 
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Room 3 


Drop down the bricks to the lower-right corner of the Room. Get 
the Question Mark for a Tombstone. While you’re invulnerable, 
quickly jump up to the top of the Room and take the Fragment 
to open up the ledges on the left side. The door will appear at 
the bottom of the Room. 


Room 4 


This Room is pretty straightforward. Once you get the Fragment 
in the lower-right, the door will appear just to the left of you. Go 
through it before time runs out! 


Room 5 


Take the Fragments along the bottom of the screen, then jump 
up the left side of the Room. Finally, take the Fragments along 
the top and them the right side of the Room. The door will 
appear in the lower-right corner. 


SHH... THE SECRETS 


Passwords 


World 2 (New Mexico 1879): 555-4239 

World 3 (Ancient Greece 410 B.C.): 555-6767 
World 4 (Medieval England 1456): 555-8942 
World 5 (San Dimas 1,000,000 B.C.): 555-4118 
World 6 (Shopping Mall): 555-8471 

World 7 (School Room): 555-2989 

World 8 (Abyss): 555-6737 

World 9 (Paradise): 555-6429 

World 10 (School Concert): 555-1881 
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CHAPTER 4 


Blades of Steel 





Distributor: Konami 
Game Type: Sports 


WHAT’S GOING ON? 


Hey, you! Reader! You have a Nintendo Entertainment System, 
dontcha? Then you must have played the best hockey game ever 
released—Blades of Steel! Well, guess what—they’ve done a 
Game Boy version! And it’s even faster and prettier than the 
NES version! Lace up your skates, grab your stick, and hit the 
ice! 


PLAYERS 


Blades of Steel is for one or two players. The two-player mode 
requires two Game Boys, two Blades of Steel Game Paks, and 
the Game Link cable. 
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SCORING 


For every goal you pop past the goalie, you score one point. The 
player with the most goals at the end of the game wins! If the 
score is tied, you'll go into a sudden-death shootout! 





LIVES AND CONTINUES 


Luckily, the protective gear in hockey is good enough so that 
none of your players will die! They may get knocked on their 
rear, but that’s about it. 

Once a game is under way, there’s no way to stop it unless 
you turn off the Game Boy. Don’t get into a Tournament unless 
you’re ready for several hours of continuous ice action! 


CONTROLS 


Direction Pass (Offense) or 
Pad . Switch Player (Defense) 


Shoot 


Pause 
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PENALTIES 


There are only two penalties in Blades 
of Steel: Icing and Slashing. Icing 
occurs when a player passes the puck 
the length of the ice, and the puck is 
touched by a player on the opposite 
team. Slashing occurs when a player is Se a 
overly aggressive with his checking (although a fight will 
usually break out instead of a penalty being called). 





FIGHTING 


When two players start roughing it up, the screen will switch 
into a close-up of the fight. Press the B button and Up to throw 
uppercuts, or B and Down to throw body blows. The faster you 
press the button, the more punches you'll land! The loser of the 
fight will be sent to the penalty box for two minutes. 





PENALTY SHOTS AND 
OVERTIME SHOTS 


If Slashing is called, the Penalty Shot 
screen will appear. The shooting 
player can aim for one of the right 
areas in the goal. The goalie has to 
guess which of the areas the shooter 
is going for! 

If a game is tied at the end of regulation, Overtime will take 
place. This is a series of five Penalty Shots for each team. If the 
game is still tied after the five shots, the game will go into a one- 
shot Sudden Death until someone wins! 
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STRATEGY SESSION 


Offensive Strategies 


Pass It Around 


When you're playing against someone else, but especially 
against the computer, it’s important to pass the puck around as 
much as possible. You'll keep the defense on its toes, since they 
won't have any time to go after the guy with the puck. 


Is It a Shot or a Pass? 


One trick that works in both the NES and Game Boy version of 
Blades of Steel is the Pass Shot. It’s a simple trick. When you're 
in front of the opponent's goal, instead of using A to shoot, press 
B to pass the puck into the net! The pass is faster than a normal 
shot, so you'll often catch the goalie off guard. Try the Pass Shot 
(or the Laser Shot as we call it, since Pass Shot sounds so boring) 
and see how well you do with it! 


Mix It Up 

When you’re fighting, mix up your 
punches by alternating between 
uppercuts and body blows. This 
works better against the computer 
than human players, since the 
computer won’t pick up on your 
fighting patterns. 





Defensive Strategies 


Hit From the Front 

When you’re going for the puck-holder on the other team, don’t 
hit the player from behind. What this will often do is knock him 
farther ahead of you, giving him a “push” toward your goal! 
Always check the player from the front or sides, never from 
behind. 
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Clear When It’s Safe 


After you make a save, don’t try to 
pass the puck to one of your players 
if a player from the other team is 
close to the goalie. At the higher 
difficulty levels, the computer can 
intercept your clearing pass and 
knock it past you for the easy score. 





SHH... THE SECRETS 


In the higher levels of difficulty, 
you should use the Pass Shot a lot 
more than the “real” shot (A 


button). You'll score way more 
goals. And if you beat the 
Tournament at Pro Level and you'll 
get a reward sequence! Good luck! 





36 





CHAPTER 5 


Bo Jackson Hit 
and Run! Baseball 
and Football 


BOVACKSON 
FAci at 





Distributor: TeHQ 
Game Type: Sports 


What’s Going On? 

Bo knows baseball. Bo knows football. (Bo also knows injuries, 
but that would make a boring video game.) Now you can play 
both baseball and football in a single Game Boy Game Pak! Go 
for the home run in baseball, or the long bomb in football. Hit 
the field with Bo! 


Players 


Bo Jackson Hit and Run! is for one or two players. The two- 
player mode requires two Game Boys, two Bo Jackson Hit and 
Run! Game Paks, and the Game Link cable. 
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SCORING 


If you’ve got this Game Pak, then you must know how 
points are scored in baseball and football! Rest assured that Bo 
knows... 


CONTINUES 


Once you've started a game, you'll have to see it through to 
completion. There are no passwords or other ways to prolong a 
game. 


CONTROLS 


Most sports games have a myriad of controls, and Bo Jackson 
Hit and Run! is one of them. Look in the instruction booklet for 
everything you need to know about the control system. 


STRATEGY SESSION 


Bo Knows Baseball 





Pitching 


The only reason to change the pitcher is if you want a pitcher 
that throws with a different hand. For example, if you’ve got a 
right-hander on the mound, but you want a left-hander. In real 
baseball, it’s better for the pitcher if the pitcher and the batter 
use the same hand (a rightie against a rightie or a leftie against a 
leftie). It’s better for the batter if the hands are opposite (a rightie 
against a leftie). 

Okay, let’s get to the good stuff. There’s one pitch against 
the computer that will get you a strike every time. Keep 
throwing it to strike out every batter 
you face! When you see the catcher, 
select the Curveball. When the 
mound appears, press A twice. Don’t 
move the pitcher at all! When the 
pitcher begins his motion, hold the 
controller down and right (regardless 
of whether the batter is a rightie or 





38 


Bo Jackson Hit and Run! Baseball and Football 





leftie). The ball will fly way out of the strike zone, and the 
catcher won’t even catch it, but the computer will swing! Keep 
throwing this pitch throughout the game for nothing but 
strikeouts. 


Fielding 

This is the most difficult part of the 
game, mainly because it’s difficult to 
throw the ball to the correct base. 
Hold the controller at the base you 
want to throw at, then press B. 
Otherwise, you'll throw the ball to 
the pitcher. 


Batting 


Batting is almost as tough as fielding! 
Take a practice swing to see where 
the bat appears. This will give you a 
better idea of when to swing. You'll 
still notch up lots of strikeouts, but 
don’t worry about it. Even Bo Jackson 
strikes out a lot! 





Baserunning 


Sliding looks cool, but it’s only useful on close throws. 
Otherwise, just stay upright as you trot around the diamond. 
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Bo Knows Football 


Offense 


You've got the capability of designing 
your own plays, but this is pretty 
complicated, and the default plays 
work just fine. The only time you should really consider 
building a play from scratch is against a human opponent, to 
keep him guessing. 

We use one passing play in particular to make good 
yardage. Select the Long Bomb, then hike the ball. Watch the left 
receiver. When the left receiver is about to run off the screen, 
press A to pass the ball. The receiver will almost always make 
the catch. 








Defense 


Playing D is tough. It’s better to play 
as one of the linebackers instead of 
being an offensive lineman, because 
you'll have more room to roam and 
the chance of getting an interception. 
Otherwise, just hope the other guy 
makes mistakes, because this game is 
definitely biased toward the offense. 





Penalties 


There are two penalties you should watch out for, because 
they'll occur regularly until you learn how to avoid them. 


40 


Bo Jackson Hit and Run! Baseball and Football 


Illegal Procedure is called when 
your players have not been in 
position for at one second before you 
“hike” the ball by pressing Start. To 
avoid this penalty, wait for all of your 
guys to stop moving, then wait a few 
more seconds just to be sure! 

Holding is called when you wait 
behind the line of scrimmage too long before passing or 
running. Obviously, the longer you hide behind the line, the 
higher the chances of Holding. Pass or run the ball quickly. 





Kicking 
You have absolutely no control over kicking. Press Start and 
cross your fingers! 


SHH... THE SECRETS 


Bo knows sports, but he doesn’t know any secrets for this game. 
Neither do we! As long as you use the tricks above, you should 
whip this game repeatedly! 
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Bubble Bobble 


PUSH START BUiion 


© TAITO CORP. 1991 
LICENSED BY NINTENDO 





Distributor: Taito 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Bub’s just a _ fun-loving 
dinosaur that has the ability to 
blow bubbles. Now Bub’s 
brother is ill, and Bub has to 
find the precious Moon Water, 
hidden within 100 rounds 
filled with bad guys out to get 
him! Help Bub blow bubbles 
and earn the Water! 





PLAYERS 
Bubble Bobble is for one player only. 
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SCORING 


Trap your enemies within bubbles, then pop the bubbles to 
create items. Grab the items for points! These items can be worth 
anywhere from a lowly 30 points to a whopping 9,000 points! 

There are also Magic Items that are worth points, but they 
also have special functions. Look in Special Items below. 


LIVES AND CONTINUES 


You start the game with three lives. When you are hit by an 
enemy, you lose a life. Lose all of your lives and the game is over. 

When you lose your final life, you receive a password. Use 
this password to begin with three lives at the last Round you 
reached. 


CONTROLS 


Move Blow 
Bub ag Bubbles 


Scroll i : 
Through Lee Jump or 
Level Pause Fly 





WEAPONS 
Bub’s only weapon is his bubble-blowing ability. By trapping 
enemies within bubbles, and then popping the bubbles, Bub 
eliminates his foes. When Bub defeats all the enemies in a 
Round, he’ll move on to the next. 

There are three special bubbles to be found during the game. 
Look for magic bubbles and take them to earn the special bubbles. 
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The Fire Bubble, when it bursts, releases a cascade of 
fireballs that destroy all the enemies they hit. 

The Water Bubble fills the screen with water. You can ride 
on top of the water, but your enemies will sink into the 
murky depths. 

The Thunder Bubble has a lightning bolt inside! It fires in 
the direction opposite the one you're facing. 


SPECIAL ITEMS 


The Bomb is worth 200 points. It will destroy every enemy on 
the screen. 

The Candy is worth 100 points. Eat Candy and you'll be 

able to jump higher. 

The Clock is worth 200 points. Freezes your enemies. 

The Shoe is worth 100 points. It allows you to walk twice 

your normal speed. 

The Star is worth 10 points. Pick up lots of Stars to earn an 

extra life. 

The Teardrop is worth 300 points. When you take the 

Teardrop, you'll enter the Bonus Round. 

The Umbrella will warp you through the next three 

Rounds. Very helpful! 

Look for bubbles with letters inside. Spell out the word 
EXTEND at the bottom of the screen with these bubbles to earn 
an extra life and a nice graphic sequence! 
You'll also warp to the next Round. nH NICE! 1UPS 


FRIENDS 


Bub is friendless. He’ll have to walk alone. 


ENEMIES 


Here are eight of your major enemies. You're certain to bump 
into more! 





Beluga is a hungry monster! 

Bubble Buster is the most common enemy. He just walks around, 
Coiley bounces around, trying to land on top of you! 
Hullaballoon is full of hot air! 

Incendo throws fire. 

Stoner throws strange glowing globes. 

Super Socket moves quickly and drops deadly bombs. 
Willy Whistle throws bottles filled with poison. 
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STRATEGY SESSION 


General Strategies 


Press Select at the beginning of each Round and use the Control 
Pad to check things out. You'll see the locations of your enemies 
and the layout of the Round, which is important if you’re going 
to survive very long! 

Move around very carefully. Since each Round scrolls as you 
move, you will often bump into enemies that you didn’t know 
were there. Take it easy, stay in a safe position, and blow bubbles 
at your attackers! 

The number in the lower-right corner of the screen shows 
how many enemies are left in the current Round. Keep watching 
this number to see how many more enemies you must find and 
defeat to move on. 

Remember that to pop bubbles, you have to turn around 
and poke them with the spikes on your back. If you’re facing a 
bubble when you touch it, you'll just push it along. Master the 
art of popping bubbles! 

Some of the 100 Rounds in Bubble Bobble are quite easy, so 
we only talk about the interesting or unusual Rounds in the 
Strategy Session below. 


Round 1 


Too easy. If you can’t do this Round, sell your Game Boy and 
look for a new hobby! 


Round 2 


Wait next to a set of stairs for the 
Bubble Busters to march down. 
Then trap each one in a bubble and |» 


pop away! 





Round 3 


This is the first complex Round. 
Watch out for Bubble Busters hopping at you from below! 
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Round 6 
This is the first Round with Stoner. Watch out for the globes! 





Round 7 


All four enemies are Stoners. They’re quick, so be careful! 


Round 9 


If the Stoners get into a group, stay away! Multiple globes are 
almost impossible to jump over. 


Round 10 


You'll see Belugas for the first time in 
this Round. 


Round 11 


The walls of this Round look like an old 
arcade game called Space Invaders! 
That’s not surprising when you realize 
that Taito made Space Invaders as well as 
Bubble Bobble! Watch out for the Super 
Sockets. 





Round 12 


All six enemies are Belugas. Don’t get trapped in the channels 
on the sides of the Round. 
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Round 17 


Watch out for the two Stoners hiding inside the walls in the 
middle of the Round. 


Round 19 


Stay where you are in this Round! If you fall into one of the 
narrow channels, you’re doomed. Don’t leave your starting 
position unless you have to pop a few enemy-filled bubbles. 


Round 20 


You’ll see Hullaballoons for the first time 
in this Round. Use a bubble to fly up to 
the Stoners. 





Round 22 


All four enemies are Hullaballoons. Hit the Thunder Bubbles to 
shoot through the walls and hit the Hullaballoons. 


Round 24 


Defeat the Hullaballoons at the bottom of the Round, then ride a 
bubble up to the top of the Round to defeat the remaining 
enemies. 


Round 25 


This is the first Boss you face. His name is 
Cream! Cream bounces around on a huge 
spring. Grab the object that looks like a 
statue head. This will turn your bubbles 
into fireballs! Now shoot Cream when he 
bounces at you. Whenever your fireball 
power goes away, grab the statue head again for more fireballs. 

Cream takes 16 hits to defeat. Look at the number in the 
lower-right corner to see how many more hits you need. When 
Cream is enclosed in a bubble, pop the bubble for 100,000 
points! You’ll also create a door. Go through the door to enter 
the next Round. 
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Round 27 


Don’t let the Stoners surround you! Move against a wall so that 
the Stoners must approach you from only one direction. If you 
get surrounded, you’re dead. 


Round 30 


You'll see Coileys for the first time in this 
Round. They look like baby Creams, 
don’t they? Use the Thunder Bubbles to 
defeat them. 





Round 32 
Jump off a bubble to get into the room with the Hullaballoons. 


Round 34 


Each Stoner is in its own room. Fall off the bottom of the screen 
to scroll around to the top. The Stoners will hop upward, out of 
their rooms, to attack. 


Round 35 


The message at the top of the Round says it all. Jump! In this 
case, jump off a balloon to get up to the top. 


Round 36 


A barren Round, with only a question 
mark wall in the middle. Stay under the 
mark and shoot bubbles at the dropping 
Coileys. Hop up the question mark to 
pop the Coiley bubbles. 





Round 39 


If you haven’t mastered the art of riding on bubbles by now, 
you'll never make it past this Round. You start the Round at the 
bottom of a deep shaft, and you have to ride bubbles to get out. 
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Round 40 


You’ll see Incendos for the first time in 
this Round. Watch out for their hot attack! 


Round 42 


All of the enemies are Incendos. Don’t stay at the bottom of the 
screen or their fireballs will easily hit you. 





Round 46 


The Coileys in this Round have joined 
into one long snake of Coileys. Shoot the 
Coileys from behind to break up their 
chain. 





Round 48 


There are no walls in this Round! You'll just fall endlessly down 
until you defeat all of the monsters. 


Round 50 


It’s time to fight Jam, the second 
Boss, and a tasty treat when spread 
on toast! Jam flies around the screen 
and drops bombs at you. Hop 
upward to find the statue heads that 
empower you with fireballs and 
shoot away! Like Cream, Jam takes 
16 hits before he is defeated. 





Round 51 

The Super Sockets are within rooms in this Round. To get a 
Socket, line up with one of the walls in the Socket’s room. Then 
jump straight up and shoot some bubbles. You should get the 
Socket before he gets you. 
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Round 52 

You'll see Willy Whistles for the first 
time in this Round. The bottles of 
poison they throw are like 
boomerangs, so watch out for them! 





Round 54 


Willy Whistles and Stoners combine to make this one of the 
worst Rounds yet! 


Round 57 


You can’t see the Super Sockets at the top of the screen, so use 
bubbles to fly up to them. If you see a Water Bubble, grab it for 
an easy finish. 


Round 60 


The four Super Sockets in this Round attack in a group. Watch 
out! 


Round 63 


Similar to Round 57, only in this Round you have ledges to aid 
your ascent to the Super Sockets. 


Round 66 

Walk right and drop down the shaft 
at the start of the Round. Then 
continue to the right and you'll fall 
into the chamber of Hullaballoons. 





Round 68 
Pretty simple. Pop the Thunder Bubbles to hit the Belugas. 


50 


Bubble Bobble 


Round 72 


Ride your bubbles out of the deep shaft you start in, then take 
out the Coiley snake. Fall into the tunnel that goes underneath 
the Super Sockets. If you get past the Sockets, use more bubbles 
to float up and over the fall. Jump into the Sockets’ chamber and 
blow them up! 


Round 75 


The third Boss is named Choco. Jump 
up the ledges in the middle of the 
screen to find the statue head (and 
fireball power). Choco fires bullets in 
eight directions, so you'll have to be 
good at dodging the projectiles if you 
want to survive! 





Round 77 


This Round’s walls look like Stoner, and that’s what all of your 
enemies will be. Shoot them! 


Round 80 
There are three different enemies in this Round: Belugas, Stoners 
and Coileys. 


Round 82 


Lead the Willy Whistles out of their rooms by jumping to the top 
of the screen. 


Round 85 


This mazelike Round’s biggest 
danger is a room of three Super 
Sockets. Drop in and shoot 
bubbles quickly! 
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Round 88 


The maze in this Round is worse than Round 85! If Fire Bubbles 
show up, use them to nail the Bubble Busters in the middle of 
the maze. 


Round 90 


More Super Sockets! Use balloons to get up to the top of the 
screen and defeat them. 


Round 93 


All seven enemies are Hullaballoons flying in the center of the 
screen. Jump there and use your bubbles! 


Round 95 


A very strange Round. Hop through 
the walls by bouncing off the bubbles. 
Get to the top and you'll confront the 
Willy Whistles and Hullaballoons. 





Round 96 


Don’t fall down the screen, or you'll end up at the bottom of a 
narrow pit from which the only escape is death! (Dramatic, isn’t 
it?) 


Round 100 

The final Boss looks like a big Willy Whistle. Jump up to the top 
of the screen and grab the bottle to gain a very powerful bubble 
weapon. You have to shoot the Boss with 60 bullets to destroy 
him! If you succeed, you'll gain the Magic Water and win the 
game! Congratulations! 
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SHH... THE SECRETS 


Round 12: HGL1 


Passwords Round 17: 1LL1 


Use these passwords to jump into Round 21:3LL1 
various points in the game. The Round 30: 5GB1 

final password will start you at Round 35: KLBF 
Round 1, but in a harder mode. Round 42: XGBEF 
This is the same password you Round 45: ZLBE 
receive by beating the game the Round 50: 1GBF 


first time through. Round 54: 3ZBE 


Round 57: 4TBF 
Round 66: VZB3 
Round 71: JTB3 
Round 75: HTB3 
Round 80: GZBW 
Round 85: 3TBW 
Round 90: 4ZBW 
Round 94: 5ZBW 
Round 1 Expert: VLT1 
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Burai Fighter 
Deluxe 


TRx=AaNM USA CORP. 
LICENCED BY NINTENDO 





Distributor: Taxan 
Game Type: Arcade Action 


WHAT’S GOING ON? 


The evil aliens known as the Burai have spent thousands of 
years conquering every planet in the universe. Now they’ve 
reached Earth! With only a proton pack and a laser cannon, 
you'll have to fly through five levels of the Burai’s deadly robo- 
mutants. Your ultimate goal is to defeat Slimedragon, the leader 
of the Burai! 


PLAYERS 


Burai Fighter Deluxe is for one or two players. In the one-player 
mode, you have to play through all five levels. In the two-player 
mode, the players race through a level to see who can defeat the Boss 
of that level first. The two-player mode requires two Game Boys, two 
Burai Fighter Deluxe Game Paks, and the Game Link cable. 
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SCORING 


It’s a shoot-’em-up, so it’s only natural that you score points by 

shooting anything you see! The more you shoot, the higher your 

score. You also get points for picking up the items dropped by 
_ the Burais you destroy. 


LIVES AND CONTINUES 


The number of lives you start the game with depends on the 
difficulty level. At the Eagle level, you get five lives. At the 
Albatross level, you only have four lives. At the Ace level, 
you've only got three lives! Use them wisely! 

When you lose all your lives, you will be able to continue, or 
end, the game. You also receive a password at the end of each 
level. Enter this password at the title screen to jump to the last 
level you reached. 


CONTROLS 


Direction Fire 
Pad e Weapon 


ee Cobalt 
Pause Bomb 
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WEAPONS 


You start the game with a simple gun, but you can collect three 
different power-ups during the game: the Laser, the Missile, 
and the Ring. Each weapon has three levels of power; increase 
the power by collecting more weapon symbols. 

You can switch between different weapons by collecting 
different weapon items. You'll still keep your other weapons. 
When you lose a life, you'll only lose the weapon you’re using. 

Look for the Pod. Collect it and the Pod will begin to rotate 
around you, destroying anything it hits. Collect more Pods to 
make the Pod around you circle faster. 

Gather the balls released by your enemies until the Cobalt 
Bar in the lower-left corner of the screen appears. Now you can 
press the B button to use the Cobalt Bomb, which destroys 
every enemy on the screen. If you save Cobalt Bombs until an E 
appears, you'll earn an extra life. 


SPECIAL ITEMS 


None. 


FRIENDS 


You don’t have friends in this game. You’ll have to take on the 
Burais alone. 


ENEMIES 


Each of the five Levels has a Boss, and each Boss has his own 
attack. 
Giganticrab is the Boss of Level 1. Look out for his tentacles, 
and especially his spitting venom! 
Jawsipede is the Boss of Level 2. Shoot Jaws into separate 
pieces, then destroy each piece. 
Fangskull is the Boss of Level 3. odes the bone bullets and 
the falling platforms. 
Torchwing is the Boss of Level 4. This Boss attacks with a 
circle of fireballs! 
Slimedragon is the Boss of Level 5. Defeat him and you win 
the game! 
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STRATEGY SESSION 


2 


General Strategies 


The screen scrolls up and down slightly, so you should move up 
and down to scroll the screen and find hidden power-ups. 
They'll come in handy! 

Each of the weapons has its own strength and weakness. 
Experiment with them all to see which weapon you prefer 
using. 


Stage 1 


Whizzers are the first enemy you 
encounter in this Stage. They are 
basically laser cannons, firing at you 
when you pass by. Some Whizzers 
are placed between walls, making 
them harder to shoot. In the higher 
difficulty levels, the Whizzers shoot 
more bullets. 





Buzz Bombs zoom onto the screen, 
firing as they zig-zag along. Shoot them 
from a distance, then collect the items 
they drop. If you get too close, you 
could be shot! 





Just before you reach the midpoint 
Boss, you'll encounter several tough 
waves of Buzz Bombs. Stay on the left 
side of the screen and fire away! 
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To destroy the midpoint Boss, fly 
onto the right side of the screen and 
shoot the Boss in its “eye.” This will 
blow it up sooner than you think! 





When the screen turns white, you’re getting close to the 
Boss. Keep collecting the weapon power-ups and keep firing 
away until you see Giganticrab! 


Stay at the left side of the screen and 
shoot the black pod on the right side of 
Giganticrab. You'll have to wait for the 
Crab’s tentacles to rotate into the right 
position, and even then you'll only get a 
few shots in. Keep firing until the Crab 
is defeated! 





Stage 2 


Visemouths swim quickly from right to 
left, firing bullets at your position. Don’t 
let them get too close, or you may crash 
and burn! 





This is the first Stage where the 
game scrolls in a different direction. 
About a fourth of the way through the 
Stage, the screen will start to scroll 
downward! Don’t get caught behind a 
wall at the top of the screen! 





In the middle of the Stage, you'll see 
the Gripper for the first time. It moves 
and shoots almost exactly like the 
Visemouth, so deal with it the same way. 
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Jawsipede is an easy Boss to destroy. 
Move around the screen and shoot at the 
rear segments of each Jawsipede. When 
you destroy both parts of the ‘pede, 
you'll advance to the next Stage. 


Stage 3 


The beginning of the Stage introduces 
you to the Mantaroids. They attack from 
both sides of the screens, in a manner 
similar to the Buzz Bombs. Watch your 
back and your front! If you can use a 
weapon that lets you shoot both left and 
right, you'll be in great shape. 





When the screen scrolls downward, 
you'll have to move to the edges of the 
screen to scoot past the rocky ledges. Be 
sure to watch for the falling rocks while 
you're moving downward. 





Once the screen starts moving to the 
right, you’re close to Fangskull! Dodge 
the falling platforms and shoot the 
flashing orb at the bottom of Fangskull. 
A few well-placed shots will destroy 
him! 


Stage 4 


If you’ve got a spread weapon at the aS 


ee BELLE 


beginning of the Stage (particularly the Lise 
Ring), you'll be able to destroy most of ais (2. 

the enemies on the ledges above you |& eae 
before they become a threat. 
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Big Beaks will soar at you during the 
downward-scrolling section of the Stage. 
Aim upward and shoot them before they 
tear into you with their claws! 





When the screen goes white, it’s 
time for Torchwing! With a powered-up 
weapon, you should be able to destroy 
Torchwing with amazing speed. 
Otherwise, keep dodging the spiky 
platform and the fireballs until you 
shoot Torchwing to pieces! 





Stage 5 


The major enemies in this Stage are the 
flocks of small Buzz Bombs who soar 
onto both sides of the screen. These 
groups are so large that it will be almost 
impossible to shoot them all. If you can’t 
blast them all, dodge them instead! 


Stay in the lower-left corner of the 
screen and shoot Slimedragon in the eye. 
This will do damage. The Laser shoots 
diagonally, but takes a long time to 
work. Try another weapon and see if 
you have more success with it! 





SHH... THE SECRETS 


Passwords 


Use these passwords to jump into the game at Eagle level. You'll 
have to play through the Albatross and Ace levels on your own! 
Note that when you beat the game at Ace level, you receive a 
graphic reward! 


Stage 2: HGKM Stage 3:CPFG Stage 4:JJCM Stage 5: DKLF 
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Castlevania II: 
Belmont’s 
Revenge 


=2Esifi= 1S 5 Se 





Distributor: Konami 
Game Type: Arcade Action 


WHAT’S GOING ON? 
Long ago, Christopher Belmont defeated Count Dracula and 
believed him to be dead. Dracula wasn’t dead; he was 
recuperating and waiting for the perfect time to strike back. 
Fifteen years later, Christopher is passing down his title to 
his son Soleiyu. But before Christopher knows what’s going on, 
Dracula has possessed Soleiyu and turned him into an evil 
demon! Christopher has no choice but to fight his way to 
Dracula, defeat him, and save his son’s life! 


PLAYERS 


Castlevania II: Belmont’s Revenge is for one player only. 
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SCORING 


You get points by whipping Dracula’s dudes and by collecting 
Coins. You'll receive a bonus for finishing a level; the faster you 
finish, the more points you get. 


LIVES AND CONTINUES 


You begin your adventure with three lives. Each life has a Life 
Line which is drained as you’re hit by your enemies. If the Life 
Line runs out, you’re down for the Count. There is also a timer 
that starts at the beginning of each level. If it hits zero, you lose a 
life. 

If you lose all your lives, or finish the level you’re playing, 
you'll have the chance to get a password. If you use the 
password in a later playing session, you'll start from where you 
left off. You’ve also got an unlimited number of continues, so 
there’s no excuse for letting Dracula take over the world! 


CONTROLS 


NY (exer Throw Crack 
Belmont Special Whip 
a Weapon 


Pause Jump 
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WEAPONS 


Your weapon is the Mystic Whip. At first, it’s just a plain old 
length of cord. By collecting Crystal Balls, you can power up the 
Whip. The first Crystal Ball will turn the Whip into a ball and 
chain. The second Crystal Bal will allow the ball ad chain to 
shoot fireballs! If you’re hit by an enemy, the Whip lose one level 
of power. 

There are two Special Weapons that Christopher can find 
and use. The Battle Axe is thrown in an arc. The Holy Water 
incinerates monsters in your way! The more Hearts you collect, 
the more you'll be able to use the Special Weapons. 


SPECIAL ITEMS 


Dracula’s burning his candles for you. Whip the candles to 
reveal Special Items. 
The 1-Up adds a life to Christopher’s collection. 
Coins spin around on the ground, and give you those nice 
extra points. 
The Crystal Ball, as mentioned above, makes the Whip cool. 
The Flashing Crystal brings a Primary Boss (see below) 
onto the screen! 
The Small Heart gives you one use of the Special Weapon. 
The Large Heart gives you five uses of the Special Weapon. 


FRIENDS 


The Count knows you well, but he doesn’t exactly qualify as 
your buddy. You're on your own. 


ENEMIES 


Dracula has gathered a small, but strong, army to fight you. 
Here’s a head count. 


The Big Eye rolls along the ground, and blows up when you 
Whip it. 

The Evil Knight is evil, all right—and tough to destroy! 

The Large Bat flies past you before turning around to attack. 
The Merman jumps out of the water at you. 

Punaguchi is a nasty creature that spits fireballs. 

Zeldo is a huge bat-creature that swoops down to attack! 
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You'll find a Primary Boss at the end of each of the first four 
Castles. Dracula is waiting at the end of the fifth 
Castle—presuming you make it that far! 


Angel Mummy is the Boss of Plant Castle. It throws bones 
and spits at you! 

Dark Side is the Boss of Crystal Castle. Hit the Dark Side 
when it’s in crystal form. 

Iron Doll is the Boss of Rock Castle. When you do enough 
damage, Iron Doll will ditch his armor and attack you even 
faster! 

Kumalo and Nimbler are the Bosses of Cloud Castle. They 
throw trident spears and flaming missiles! 


STRATEGY SESSION 


General Strategies 


Jumping is easy. Whipping is easy. Jumping and whipping at the 
same time—that’s not easy. Practice it until you can leap up to 
whip candles with ease. 

You can take on the first four Castles in any order. For that 
reason, we’ve written about the Castles in alphabetical order: 
Cloud, Crystal, Plant and Rock. The fifth Castle—Dracula’s 
Castle—is at the end of the chapter. 

Save up your Hearts for the Primary Bosses. You should be 
able to dispatch all of your lesser foes with a few cracks of the 
whip. 


Cloud Castle 


Start walking to the right. You'll merely have to pass a few 
Zeldos before you reach the door. Along the way, power up the 
Whip by getting Crystal Balls from the Sai 

In the next room, whip the Evil oA 
Knight and climb up the ropes into the 
next room. From here, head to the 
right. You’ll see maces hanging from 
long ropes. You can climb onto the 
ropes, but don’t touch the maces or the 
spikes on the roof! 
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In the next area, you'll find four 
maces grouped together. Jump onto 
the rightmost mace near the bottom, 
and start jumping rapidly to the left. 
Climb up into the next room. 

Jump from the rope to the 
floating ledge, then jump to the 
Punaguchi and whip him. Once the 
Punaguchi is destroyed, move to the 
right and walk through the door. 

In the next area, climb down the rope until you’re above the 
moving spike wall. Jump across the ropes to the right, then 
climb up the rightmost rope, away from the spikes! Continue 
climbing until you reach two maces. Walk from the floating 
ledge onto the first mace, then jump onto the second. Climb up 
the rope—if you can reach it! 
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The final obstacle in this area is a 
Punaguchi on a floating ledge. Jump 
onto the ledge with the Punaguchi 
and whip like crazy! Once it is 
destroyed, move right and go 
through the door. 
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Whip the candles and climb up 
the rope. You'll enter a room with a 
hyperactive jumping enemy! This 
creature jumps back and forth, 
throwing sharp daggers. Stand 
underneath the creature when it 
jumps and whip it when it lands. 
When you kill the creature, climb up 
the rope on the left. 
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This area is filled with rope 
pulleys moving back and forth. 
Sometimes, the ropes move up, 
while at other times, they move 
down. Keep moving upward 
through the ropes until you reach 
the next door. 
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You’re almost to the Boss! Keep 
moving to the right, whipping the 
Punaguchis in your way. When you 
come to a wall, you’ve come to Angel 
Mummy! Stay on the left side of the 
screen to battle this meanie! 





Crystal Castle 


Start by walking to the left. You’ll have to wade through the 
water. You'll move faster if you jump as you move to the left. 
Along the way, you'll be attacked by Zeldos. Turn to whip them 
when they fly down to your level. 

When you reach the three crystal 
cubes, jump across them quickly. 
The cubes will start to break when 
you stand on them, and if you take 
too long, you'll fall. When you reach 
the rope, climb up into the next 
section. 

Walk to the right and climb 
about halfway up the ladder. Wait 
for the Evil Knight to appear on the 
left side of the screen and shoot him with your Whip (which 
should be fully powered up by now). When you destroy the 
Knight, jump to the left along the ledges until you reach the 
door. Go through the door and into the next area. 

Move to the left and whip through the Evil Knights, then 
walk along the ledges above the water. You'll be attacked by 
Mermen. Watch the water below you. The flashing black spots 
are Mermen who will leap out when you least expect it! 

When you reach the rope, climb up and into the next area. 
It’s a Punaguchi! Get close to it and hit it with the Whip. As long 
as you stay close, you'll whip the bullets that Punaguchi spits 
out. Climb the rope and move left through the door. 








Get past the Big Eyes and jump f[ 
onto the rope at the far left side of the 
screen. Climb down into the next 
room. A huge wall of spikes will 
close in on you from the right! Climb 
down the rope quickly and into the 
next room! 
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The next section of the Castle is a 
series of slip-slides down a LONG 
rope. Time your slides to avoid being 
hit by the spike wall at the right side 
of the screen, and duck into a tunnel 
on the left when the wall starts 
coming at you. In one of the tunnels, 
you'll find a candle with the Battle 
Axe inside. Make sure to get this fab 
weapon! At the bottom of the rope, you'll have to move to the 
left, through a never-ending group of Big Eyes. Go through the 
door into the next area! 

In this area, move left and go down the rope. You'll enter a 
room with a hyperactive jumping enemy! This creature jumps 
back and forth, throwing sharp daggers. Stand underneath the 
creature when it jumps and whip it when it lands. When you kill 
the creature, climb down the rope to the right. 

Stay on the rope when you enter 
the next area and whip the 
Punaguchi to the left. When you 
destroy it, drop to the ground and 
start moving to the left. This time, 
you'll be walking in the water with 
the Mermen! Crouch down and whip 
them before they attack you. Climb 
up the rope when you reach it. 

You'll see two jellyfish at the top of the screen! When they 
come to the bottom of the screen, whip them and climb up the 
rope on the right. Now get past the Punaguchi and move to the 
left, through the door! 

You're in the final area of the Castle. Move to the left and 
collect as many more candles as possible. When you find the 
Flashing Crystal and pick it up, a bank of clouds will begin to 
form at the top of the screen. This is Dark Side! 

Dark Side first appears as a small 
crystal. Hit the crystal as many times | 94 
as you can. When Dark Side forms, | 
watch the cloud at the top of the 
screen. As Dark Side raises his staff, a 
huge bolt of lightning will come 
straight down from the cloud, strike 
the ground, and cause a small 
firestorm! Run in one direction and 
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jump to avoid both the lightning bolt 
and the firestorm. Wait for Dark Side to 
disappear and reappear, then repeat 
your attack. 





Plant Castle 


At the start of the level, watch the 
flowers in the background as you 
walk to the left. They will open and 
blossom when you pass by! Don’t 
watch them so much that you miss 
the frogs hopping around in the 
foreground. Go through the door 
when you reach it. 

This area is filled with Large Bats. Whip them as you move 
to the left. Climb down the rope at the far left. Destroy the frog 
and climb down, then start going to the left. 





If you climb the rope and cross 
on the bridge, you'll have to whip 
Big Eyes falling onto the bridge from 
the top of the screen. If you walk to 
the left underneath the bridge, you'll 
only have to whip a few Punaguchis. 
We recommend going under the 
are bridge. 

After you pass the capes climb up the rope, whip the Large 
Bats, and go through the door into the next area. There are two 
potent new threats to deal with. 

The rope-climbing goblins throw 
bones at you. If your Whip can shoot 
fireballs, you'll be able to pick off the 
goblins before they get too close. 
Otherwise, you'll just have to dodge 
the bones (which isn’t easy when 
you're climbing up a rope!). 

The Large Bats near the end of 
the area are really large. When you hit them, they'll ae up into 
two Large Bats! When you strike the smaller Large Bats, they 
will be destroyed. 
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Two jellyfish guard the door to the 
next area. Stay on the rope and shoot 
them from a distance, then walk around 
and pass through the door into the next 
area. 


This area has two large bridges that 
aren’t very sturdy! When you whip the 
Big Eyes rolling at you, the explosions 
will wipe out sections of the bridge. 
Jump over the holes you create with 
your excellent whipness. After you pass 
the second bridge and climb down the 
rope, it’s a simple walk to the next door. 





The spiders in this area have 
useful webs. After whipping a 
spider, jump onto its thread and 
whip to the left to destroy the other 
spiders. Easy! 





After you pass through the 
spider area, you'll reach an area 
filled with rolling Big Eyes. Run between the Big Eyes as fast as 
you can to avoid being run over! 
Once you pass through the Big Eyes, 
you'll find yourself in the room of the 
Bosses, Kumalo and Nimbler! 

Once you destroy one these guys, 
the other one will follow, so 
concentrate your attack on one of 
them. Throw your Battle Axe to block 
their shots while you attack yourself! 





Rock Castle 


Remember the Mudmen from the 
first Castlevania Adventure? They’re 
back in this level. Mudmen drop from 
the sky and form into their true 
forms. Crouch and whip them! Move 
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to the right until you go through the 
door, then climb down the rope. 

Watch the holes in the walls 
while passing through the next area. 
When you see monsters squirming in 
them, get ready to whip them as they 
jump out at you! You'll have to pass a 
LOT of holes before you reach the 
door to the next area. 





Things get stranger when you 
spot your latest enemy. This worm- 
like creature is rolled up into a ball, 
but when it uncurls, the screen goes 
dark! If you can whip the worms, 
you can prevent this darkening 
effect. Otherwise, don’t move when 
the screen is dark, or you could fall 
into an unseen pit! 





The rest of the Rock Castle is tough, but not THAT tough! In 
fact, there’s not much else to say until you reach the Boss, Iron 
Doll! 

Iron Doll’s a pretty wimpy dude. Use the whip rapidly and 
run under his leaps. When Iron Doll takes enough damage, he'll 
get rid of his armor. When he does this, move in for the kill and 
finish him off! 





Dracula’s Castle 


The home of the Count is broken up into two sections. We’ll talk 
about each section separately for your reading convenience! 
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Section One 


The first wild new enemy you'll 
encounter as you move to the fight is 
the Grim Reaper! This dude’s given 
up on his scythe and has traded up 
for a boomerang! Duck under the 
boomerang when he throws it, then 
jump over it when it returns to him. 

Much later on this Section, you'll be able to find your first 
secret room. Look for the screen with a Punaguchi on the roof in 
the upper-right corner and a bed of spikes in the lower-left 
corner. Jump onto the rope and climb straight up. You'll pass 
through the roof into a secret room! Grab your goodies and 
climb back down. 
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The Boss of Section One is a giant snake that crawls out of 
the roof and into the floor of the narrow tunnel you're trapped 
in! Keep whipping the snake in the head to defeat it and move 
on into the final Section! 





Section Two 


You'll really need the Battle Axe to fight Soleiyu at the end of the 
Section, so make sure you get it. When you reach Soleiyu, stand 
on the right side of the room, next to the three bricks in the 
middle of the room. 
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Kneel down and start throwing 
the Battle Axe. Soleiyu will come at 
you and attack in one of two ways. 
He will whip two times while 
standing on the blocks, or he’ll whip 
continuously and drop down to your 
level. If he whips twice, he’ll jump 
above you, so turn around and strike 
him. Stay put and keep striking until 
your son is defeated! 





SHH... THE SECRETS 


Defeating Dracula 


Dracula’s pattern is a simple one. Just watch where he appears a 
few times, and you'll be able to anticipate where he’s going to be 
and whip him when he materializes. When Dracula shoots, go 
into the lower-left or lower-right corner and duck. The bullets 
should miss you. Good luck, vampire killer! 
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Chase H.@Q. 





Distributor: Taito 
Game Type: Arcade Action 


WHAT’S GOING ON? 


You're a cop. You're also the driver of a Porsche equipped with 
an armor-plated front end and a turbo-charged engine. You'll be 
called upon to chase down five of the fastest felons ever to hit 
the road. Once you catch them, smash them to pieces with your 
car. Let’s go, Mr. Driver! 


PLAYERS 
Chase H.Q. is for one player only. 


SCORING 


There are four ways to score points in this game. 
Distance: You'll receive one point for each dotted line you pass 
on the road. 
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Passing Other Cars: You'll receive points for every car you 
successfully pass. You'll receive 200 points for the first car you 
pass, then 400, 600 and 800 points. You will continue to score 800 
points for every car you pass after the fourth one. Once you 
crash into a car, you'll reset the score to 200 points. 


Smashing the Crime Car: Plowing into the criminal’s vehicle 
earns you points. The higher the level you're on, the more points 
you'll score. The number of continues you have left also effects 
your score. 


Level Rear Hit (4/<4 Continues) Side Hit (4/<4 Continues) 





1 1000/100 5000/500 
Z 2000/200 6000/600 
3 3000/300 7000/700 
4 4000/400 8000/800 
5 5000/500 9000/900 


Mission Bonus: When you finish a round, you get a Round 
Clear Bonus of 2,000 points (4 continues) or 1,000 points (less 
than 4 continues). You also receive a Time Bonus (500 pts. 
multiplied by seconds remaining). Finally, if you complete the 
game, you get a whopping 500,000 points! 


LIVES AND CONTINUES 


You only have one car. The object on each level is to catch up to 
the criminal before your timer runs out. Once you catch the 
criminal, your timer will reset. Now you'll have to destroy the 
criminal’s car before time runs out. If you fail, the game is over. 

You have four continues to use. When you continue, you'll 
begin directly from where you stopped in your last game. Using 
continues will drastically reduce the number of points you 
score, however. 


CONTROLS 


There are two methods of controlling the game, Play Control 1 
and Play Control 2. You can select the Play Control you wish 
you use before playing the game. On the controller below, PC 1 
indicates Play Control 1 and PC 2 indicates Play Control 2. 
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Accelerate Shift Gears (PC 1), 
(PC 1) Accelerate (PC 2) 


Brake (PC 
1 and 2) 
Turbo (PC 1), 
we Shift Gears 
Turbo (PC 2) — Pause (REY) 





WEAPONS 


The only weapon you have is your car. Once you catch up to the 
criminal, ram him with your own car to damage his car. There’s 
a Damage to Crime Car indicator in the upper-left corner of the 
display. As you damage the Crime Car, this display will 
decrease. When you completely destroy the Crime Car, you'll 
advance to the next level. 


SPECIAL ITEMS 


None. 


FRIENDS 

Nancy, the dispatcher at Chase H.Q., will ‘ 
tell you about the Crime Car at the | -Paa=om 
beginning of each level. 


a. 
AN ENERGENCS 
HERE... 
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ENEMIES 


Sunday Drivers are the slowpoke cars all over the road. Pass 
them for points! 


Tumbleweeds slow your car down when you hit them. 
Boulders, Cactus, and Telephone Poles stop your car 
altogether! Shift into Low and get going again! 

Ralph the Car Thief drives the Crime Car of Level 1. He 
drives a small German sports car. 

Carlos the Jewel Thief drives the Crime Car of Level 2. He 
drives a 1989 German sports car. 

Andrew the Industrial Spy drives the Crime Car of Level 3. 
He drives a sleek Italian sports car. 

Antonio the Foreign Terrorist drives the Crime Car of Level 
4. He drives a small Italian two-seater. 

Tyrone the Wanted Criminal drives the Crime Car of Level 
5. He drives a 1990 German sports car (seemingly the 
vehicle of choice for criminals!). 


STRATEGY SESSION 


General Strategies 

Shifting gears in simple. Stay in 
Low gear until you reach 90 
MPH, then shift into High gear. 
Don’t be in the wrong gear! 

If you're sliding off the road, 
hit the brakes or shift gears from 
High to Low. This will reduce 
your speed and give you more 
control over the car. 

Hit the Crime Car from the side instead of the rear 
whenever possible, for more points and more damage. 

When you smash into a Sunday Driver, press the Control 
Pad in the direction that your car is sliding in to regain control. 

The Distance to Crime Car indicator in the upper-right 
corner doesn’t start shrinking until you’re within 40 distance 
units of the Crime Car. It’s smarter to watch the number above 
the indicator; this will give you an exact reading of how far 
away you are from the Crime Car. 
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Be tight with your Turbos. Don’t use them until you’ve 
actually caught up with the Crime Car. This way, if you start to 
fall behind the Crime Car, you can use a Turbo and smash into 
him again and again. 


Level 1 


In this first Level, you'll become familiar with the game and 
with some of the obstacles you'll face. 


The dark tunnels have 
dangerous walls. Don’t scrape 
along the side of the tunnel 
unless you enjoy losing speed! 





Whenever you come to a 
fork in the road, an arrow will 
point down the correct road to 
take. If you take the wrong road, 
you'll lose lots of ground to the 
Crime Car. 





Tumbleweeds won't damage 
your car, but they will slow it 
down considerably. Avoid them! 
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The bad guy! "You're under arrest...” 


There’s no mistaking when you finally spot the Crime Car. 
A huge arrow appears next to the Crime Car, pointing at it. Your 
timer will reset to 60 seconds. That’s how long you'll have to 
smash the Crime Car to smithereens. If you do it, you'll 
automatically pull the car over and bag the criminal! 


Level 2 


The challenges in Level 2 are almost exactly the same as Level 1. 
There’s nothing else to say! 


Level 3 


There are more Sunday Drivers 
on the road in this Level. You’ll 
often have to pass groups of two 
Sunday Drivers, which is tough. 


Level 4 


Once again, there are more 
Sunday Drivers. This time, you'll 
even run into groups of three 
Sunday Drivers! Watch out! 





Level 5 


This is the final level, and Tyrone is the best Crime Car driver of 
them all. You may have to use several continues to beat this 
level. Good luck! 


SHH... THE SECRETS 


There are no secrets in Chase H.Q. Just put the pedal to the 
metal! 


78 





CHAPTER 10 


Double Dragon II 





Distributor: Acclaim/LJN 
Game Type: Fighting 


WHAT’S GOING ON? 


Billy and Jimmy Lee, after wiping out the Black Shadow 
Warriors, were eager to hone their skills. They joined the 
Scorpions, an exclusive dojo where only the best martial artists 


in the world were permitted. 
Billy and Jimmy earned the 
respect of their teacher, and 
the hatred of Anderson, the 
last Shadow Warrior. 
Anderson murdered a 
Scorpion instructor and 
framed Billy and Jimmy. 
Now the Lee brothers must 
fight to restore their honor 
and prove Anderson’s guilt! 
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PLAYERS 


Double Dragon II is for one or two players. The two-player 
mode requires two Double Dragon II Game Paks, two Game 
Boys, and the Game Link cable. The best feature of the two- 
player mode is that one player can jump into the action of a one- 
player game. In other words, you don’t have to start a two- 
player game simultaneously. 


SCORING 


Every punch you land, every face you smack, and every back 
you break scores points. Some moves score more points than 
others. 


LIVES AND CONTINUES 


You start the game with three lives. Each life has a Life Gauge. 
As you're pummeled with punches and creamed with kicks, the 
Gauge shrinks. If the Gauge disappears, you’re dead. You'll die 
instantly if you fall into a pit or crevice, no matter how full the 
Life Gauge is. 

You have infinite continues. When you continue, you'll start 
from the beginning of the last Mission you reached. 


CONTROLS 


Direction Kick or Aerial 
Pad . High Kick Uppercut 


Bring In 
Second 
Player Pause Punch 





Double Dragon II 


WEAPONS 


There are no weapons to collect in Double Dragon II, but you’ve 
got several martial arts maneuvers at your disposal. 


The Aerial Uppercut is the most devastating move in the 
game. Press A and B once to squat down, then press ‘em 
both again to leap into the air! 


The Flying Kneedrop is used when your opponent is on the 
ground. It’s a great finishing blow. 


The High Kick lets you catch air and dish out punishment 
at the same time! 


The Kick is a generic foot to the face. Execute several in a 
row to weaken your opponent. 


The Punch will stun your opponent. Hit him with three in a 
row and he’ll double over in pain. 


SPECIAL ITEMS 


None. 


FRIENDS 


In the two-player mode, you can fight with a friend side-by-side 
if you're using the Game Link. Otherwise, you're on your own. 


ENEMIES 


None of your enemies have names except for Gordon and 
Anderson. They’II be described in the Strategy Session below. 
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STRATEGY SESSION 


General Strategies 


If you aren’t horizontally aligned with your enemy, he can’t hit 
you. So keep weaving up and down to keep your stronger 
enemies off balance. 

It’s worth practicing with all of the moves, but the best one 
is the Aerial Uppercut. If you master this maneuver, you'll be 
able to blast anyone who gets near you! 

Each Mission is a left-to-right scrolling area. You'll 
encounter groups of enemies at several points during each 
Mission. We'll touch upon the highlights of each Mission, but 
the technique for getting through each Mission is the same: walk 
to the right and beat everybody up! 


Mission 1 (The Streets) 


Against the thugs, mix your attacks up. Try some High Kicks 
and Aerial Uppercuts. One technique that racks up the points is 
to punch a thug three times so that he doubles over. Now move 
into him and you'll grab him. Press A to deliver blows to his 
face! 





Aerial Uppercut! Flying Knee Drop! 


To deliver the Flying Kneedrop, you should be close to your 
enemy, and horizontally aligned with him. Press A or B and 
you'll jump into the air and land with a thud! 

Watch out for the bat-man. He’s got a long reach with his 
Louisville Slugger. Approach him from above or below and give 
him some swift punches. 
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The Boss of this Mission is a stick-and-move boxer! 
Approach him from above or below and punch him repeatedly. 
Sometimes, he’ll duck under your punches and use an uppercut 
to send you flying! Keep working on the boxer and you'll take 
him out! 


Mission 2 (The Subway Platform) 


The thugs in this Mission are pretty puny, so you shouldn’t have 
a problem busting through them. The Boss isn’t puny at all! He’s 
armed with a razor-sharp knife, and 
he’ll shred you if you let him! He 
also has a devastating spin kick! 

Like the first Boss, approach this 
boss from above or below, catch him 
with punches, and knock him for a 
loop. If you can drive the Boss to the 
edge of the screen, you can keep him 
pinned with punches! 


Mission 3 (The Subway Cars) 


In this subway, you'll have your first ——=— 
encounter with the Nunchuku- ‘f 
wielding thugs (don’t they look like 
clowns?). Approach them vertically 
to avoid the sting of their stick 
weapons. 





83 


Nintendo Game Boy Secrets 2 


Mission 4 (The Subway Platform) 


At the start of the Mission, there’s a pit on the left side of the 
screen. Try to fight your opponents from the right, and then 
knock them into the pit to kill them instantly! Juts make sure 
you don’t get knocked in yourself! 

The Boss is a gun-toting thug! As long as you aren’t 
horizontally aligned, you’re not in danger of being shot. 
Approach from above or below and punch away. 





Crossing over the bridge isn’t too 
hard. There are lots of killer clowns 
and bat-men, but nothing you can’t 
handle. 

The Boss is a chainsaw maniac! 
He’s too big to grab by the collar, so 
just use your punches and kicks to 
wear him down. Flying Kneedrops 
will also do lots of damage. 





Mission 6 (The Subway Platform) 


Remember the boss from Mission 2? Well, you'll meet up with 
two of him on your way into the Subway Cars. Don’t try to fight 
both of them at once or you're history. They’re the only real 
obstacle in this Mission. 


Mission 7 (The Subway Cars) 


This Mission is a lot like Mission 3. Just fight off the bat-men 
and clowns to reach the next Mission! 
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Mission 8 (The Subway Platform) 


This Mission is almost a clone of Mission 4 until you get to the 
Boss! This time, the Boss is a masked ninja with claws on his 
hands! Use the now-familiar attack pattern (approach from 
above or below and punch rapidly). After you do enough 
damage, the Boss will disappear. When he reappears, there will 
be two Bosses! Attack the real Boss (the one that’s not flashing)! 





One Boss... Two Bosses! 


Mission 9 (The Streets) 





There’s one big Boss between you and the Scorpion Dojo. Drive 
him to the edge of the screen and use your punching attack. If 
he hits you, he’ll use his devastating butt-squash to knock the 
life out of you! Keep pounding away until you defeat the Boss 
and gain entry to... 


Mission 10 (Scorpion Dojo) 

Fighting through the lobby is easy. 
Once you’ve dispatched all your 
opponents, the elevator will open up. 
When you go inside, you'll be 
attacked by a knifer! Defeat him and 
the elevator will reach the first floor. Going up, punk? 
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On the first floor, you’ll encounter thugs with guns and 
knives. The best way to defeat a thug is to throw three punches, 
grab the thug and use three more punches, then use the Flying 
Kneedrop. This series of moves is guaranteed to wipe out a 
thug. 

On the second floor, you'll have to fight four Bosses from 
earlier Missions: Boxer, Chainsaw Warrior, Hooded Ninja, and 
Fat Guy. Beat them all and you'll earn access to the inner 
sanctum! 


“SO AT LAST 
YOU’ VE SHOUN UP. ~ 





After talking to Gordon, Anderson will leap into the screen 
and knock Gordon out! Now it’s just you and Anderson in a 
fight to the finish. Good luck! 


SHH... THE SECRETS 
Defeating Anderson 
Drive Anderson to the edge of the 


screen. Use punches and Flying 
Kneedrops to drain Anderson’s 


energy. Don’t get hit, or you'll lose 
lots of energy! After you beat 
Anderson, you'll win the game! 
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Dr. Mario 


; eae 
1 PLAYER GAM 
2 PLAYER GAM 





Distributor: Nintendo 
Game Type: Strategy 


WHAT’S GOING ON? 


After four super adventures, Mario has turned his considerable 
talents to the filed of science. With Nurse Toadstool helping him, 
Mario is working on many new projects. 

But now, one of Dr. Mario’s experiments has gone out of 
control! The only way Mario can stop it is with a brand-new 
experimental vitamin. Does Dr. Mario have the cure? 


PLAYERS 


Dr. Mario has both one- and two-player modes. 

In the one-player mode, you simply play for the highest 
score possible. Each stage presents you with a certain number of 
viruses to eliminate. Destroy them all and you advance to the 
next stage, where you'll have to eliminate more viruses. Fail, 
and the game is over. 
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In the two-player game, 
the players are trying to 
defeat each other by 
destroying all their viruses 
first. If one player eliminates 
two (or more) rows or 
columns of viruses in his 
bottle, some pieces will fall 
onto the other player’s 
screen. When a player wins a 
round, he gets a crown. The 
first player to get three 
crowns wins the game. 





SCORING 


Dr. Mario scores points by destroying the viruses. To destroy a 
virus, you must match up four or more blocks of the same color 
in a row. 

The more viruses you destroy at once, and the higher the 
speed you are playing at, the more points you score. 


Viruses Low Medium High 
1 Virus 100 200 300 
2 Viruses 200 400 600 
3 Viruses 400 800 1200 
4 Viruses 800 1600 2400 
5 Viruses 1600 3200 4800 
6 or more Viruses 3200 6400 9600 


If you are playing at the Medium or High speeds, and clear 
Stage 5, 10, 15 or 20, you'll get to see a special reward screen. 


LIVES AND CONTINUES 


You only get one life. You lose that life, and the game, when the 
bottle gets filled all the way to the top by vitamins. And you 
can’t continue the game, but you can start playing at any Stage 
from 1 to 20. 
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Dr. Mario 


CONTROLS 


Control | Rotate 
Vitamins So Vitamin Left 


Rotate 
Vitamin 
Pause Right 





WEAPONS 


Dr. Mario’s weapon is his supply of vitamin pills. The pills come 
in six different types. Each type is a different color or mix of 
colors. There are three colors: black, gray, and white. The viruses 
are in these same colors. 


SPECIAL ITEMS 


Not even Dr. Mario’s stethoscope can help him in this game. It’s 
just him, the vitamins, and the viruses. 


FRIENDS 


Nurse Toadstool is a lovely assistant, but like we said, Mario has 
to fight the viruses alone. 
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ENEMIES 


The experimental viruses are Mario’s enemy. Kill them with the 
vitamins! 


STRATEGY SESSION 


General Strategies 


When you start playing the game, stick to the Low speed. It 
takes a while to master the placing of the vitamins, and it’s hard 
to do that when they are falling at high speeds! Even when 
you've been playing for a long time, it’s still tricky. 

Drop the capsules horizontally at first, then try dropping 
them end-first later. Learning how to rotate the vitamins is a 
critical part of mastering the game. 

If you’re getting better at the game, start playing at a higher 
level, or if you’re feeling brave, at a higher speed. You almost 
have to relearn the game all over again when you go to a higher 
speed, but it’s the only way for you to rack up the massive 
points. 


PRESCRIPTION FOR POINTS: 
HOW TO KILL THE VIRUSES 


The Double Dose 


Taking out more than one virus at a time isn’t difficult. In fact, 
sometimes it will happen just by accident! Try to plan Double 
Doses to give yourself the highest scores. 

A black virus and a gray virus are close to each other. Good 
candidates for the Double Dose! 
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Dr. Mario drops a black and gray vitamin onto the black 
virus. What will happen when a column of four black pieces is 
created? 

The black pieces disappear... 

And the gray pieces fall onto the gray virus! Double Dose! 


The Insertion Injection 


There’s no rule that says you have to stack the vitamins on top 
of the viruses. There are many times when the best strategy is to 
bring the vitamins underneath the viruses. 


Dr. Mario sees two black viruses... 


a 
* 


Drops a black vitamin 
downward... 
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And tucks the vitamin between 
the two viruses, destroying them 
both! 
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The Surgical Squeeze 


If you're really good at rotating the vitamins, you can drop them 
into holes just one piece wide, then rotate them to fall 


horizontally. 


The vitamin is above the hole... 
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SHH... THE SECRETS 


The Reward Screen 


When you finish any level on the "CONGRaTULaT 
Medium or High speed that is a VIRUS LEVE 
multiple of 5 (20, 25, 30 and so on), 
you'll get a reward screen of some 


viruses at the bottom of the ocean! 
Strange! 








CHAPTER 12 


FaceBall 2000 
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Distributor: Bullet-Proof Software 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


You’re just a single HAPPYFACE (Holographically Assisted 
Physical Pattern Yielded For Active Computerized 
Embarkation) in the three-dimensional world of FaceBall 2000. 
Will you take on 70 levels of computerized danger in the 
CyberScape? Or duel with human opponents in the Arena? The 
choice is yours! 





Have a nice day! 


93 


Nintendo Game Boy Secrets 2 


PLAYERS 


FaceBall 2000 can be played by one to four players. Each player 
should have a Game Boy, FaceBall 2000 Game Pak, and Game 
Link cable. For three or four players, you'll also need the Four 
Player Adapter. 

When you play FaceBall 2000 with more than one player, the 
players can break up into teams. This is especially fun in the 
Arena, where teamwork can win you the game. The most fun 
you'll ever have with your Game Boy is when you play in a 
four-player Arena match. 


SCORING 


In the CyberScape, your goal is to play through all 70 levels and 
destroy the Master Smiloid. You'll score points along the way by 
destroying Smiloids and finishing each level with time to spare. 
Each level has a specific time limit. 

In the Arena, the first player (or team) to score ten tags wins 
the game. You score a tag every time you destroy a 
HAPPYFACE or Smiloid. 


LIVES AND CONTINUES 


In the CyberScape, you start with three HAPPYFACEs. You can 
earn another HAPPYFACE for every 1,000 points you score. You 
lose a HAPPYFACE when the Smiloids shoot you up! 

In the Arena, you don’t have lives. When you’re tagged, 
you'll get a brief message from your tagger, then be placed back 
onto the Arena floor to do more battle. 

There are no continues in the CyberScape mode, so you 
have to play through all 70 levels without losing all your lives. 
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CONTROLS 


Direction Collect 
Pad : opal Pod 


Display Read Ff 
Map Last Clue Shoot 





WEAPONS 


There is one weapon-related special item listed below in Special 
Items. 


SPECIAL ITEMS 


In the CyberScape, look for floating pods. Bump into them and 
press B to pick up what's inside. You'll either find a Prize or a 
Power-Up. Prizes usually have a temporary effect, while Power- 
Ups last almost permanently. The only way to lose your Power- 
Ups is if you allow the timer on a level to run out. 


95 


Nintendo Game Boy Secrets 2 


PRIZES 


Camo makes the Smiloids ignore you for a short time. 

Clue gives you a text message, usually about the current 
level, but sometimes about other things. 

Coin adds points to your score. 

First Aid restores one (or more) hits to your HAPPYFACE. 
Freeze freezes all Smiloids for a short time. 

Key opens a door or doors somewhere on the current level. 
Life gives you one (or more) lives. 

Map uncovers the entire map of the current level with the 
locations of the player (or players) and all Smiloids. 

Shield makes you invincible to enemy bullets for a short 
time. 


POWER-UPS 


Armor gives your HAPPYFACE the ability to absorb one 
extra hit. 

Automag reduces your weapon reload time, so you can 
shoot bullets faster. 

Speed Up increases the speed of your HAPPYFACE. 


FRIENDS 


In both the CyberScape and Arena, you can form teams with 
other players to take on opposing teams or computer-controlled 
Smiloids. 


ENEMIES 


There are many different types of Smiloids. Eight types are 
mentioned in the manual, but you'll come across many more in 
the CyberScape. 

SHOOTME is a basic target Smiloid. 

SHOOTME2? will hurt you if your HAPPYFACE touches it. 

ISHOOTU spins and shoots randomly. 

ISHOOTU2 moves and shoots randomly. 

TURKEY is a weak Smiloid that can see you. 

GREMLIN flies straight at you, trying to hit and cause 

damage. 

ROVER is a dangerous Smiloid in a group. 

BOUNCER is a dangerous Smiloid by itself! 
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STRATEGY SESSION 


General Strategies 


If you start the CyberScape at the Very Easy level of difficulty, 
you'll have the chance to collect lots of Power-Ups along the 
way. If you start at the Radical! level, you'll begin at Level 51 
without a single Power-Up! If you’re serious about getting 
through the CyberScape, start at Level 1. You'll find it worth 
your while. 

Keep moving all the time, especially in the Arena. Standing 
still is asking for doom! 

To avoid long-range shots, back up and dodge to one side. It 
can be done! 

In the Arena, there’s no one 
strategy that’s effective—especially 
against human opponents! Try 
shooting at HAPPYFACEs from long 
range while partially hiding behind a 
wall. Long-range shots are the best 
shots to master, since you'll need to 
use them a lot in the CyberScape. 





The CyberScape 


Since the first 20 levels of the CyberScape are basically training 
levels, and not very dangerous, we'll start our tips at Level 21. 
We'll end them at Level 55, by which point you should be very 
familiar with the tricks and traps of the CyberScape. Good luck! 


Level 21 (Proximity) 


The exit is on the South side of the middle square on the top row 
of squares. Rush there and go through! 


Level 22 (Gremlins) 


Hit the Button in the middle of the Level to open the way to the 
exit. You'll also release three Gremlins! Look for the exit in the 
Northeast corner of the Level. 
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Level 23 (Camoflage) 
Pick up the Camo Prize, then blast all the Gremlins before it 
wears off. You'll find the exit in the Southeast corner, on the 
South side of the square. 


Level 24 (Teleports) 


This is the first Level with teleports, but they’ll simply send you 
along from one area of the Level to the exit. The exit is in the 
Northeast corner of the Level, on the West side of the Square. 


Level 25 (Wallys) 


Wallys are wallhugging Smiloids that 
take a lot of damage. The exit is in the 
Northwest corner, on the West side of 
the square. 





Level 26 (Wallyworld) 


Look for the exit in the Southwest 
corner of the Level. 


Level 25 


Level 27 (Move Fast) 


If the timer runs out, you'll lose all of your Power-Ups, at which 
point you might as well restart the game! Grab the Key and rush 
to the exit on the North side of the Level. 


Levei 28 (Black Walls) 


Touch or shoot all of the Black Walls. Some of the Walls conceal 
Smiloids, so be careful. Hit the Buttons to open other Black 
Walls. The exit is on the West side of the Level. 


Level 29 (Protection) 


Grab the Shield Prize and blast the Smiloids while you’re 
protected. The exit is in the Southwest corner, against the 
West wall. 
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Level 30 (Test 3: Levels) 
The exit is in the Northeast corner, 
against the wall. You'll find the Auto- 


Mag and Armor Power-Ups near the 
exit. 





Level 30 


Level 31 (Rovers) 


Don’t run away from the Rovers, because they'll chase you and 
shoot you from behind. Face them head-on and fire! Hit the 
Button in the Southeast corner, then the Button in the Southwest 
corner. This opens the way to the exit in the Northeast corner. 


Level 32 (Choices) 


The “choices” are just the Buttons. Hit them to open new paths 
in this Level. There’s a Shield to be found near the center of the 
Level. The exit is near the Shield. 


Level 33 (Keys Open Doors) 


Grab the Key and run to the exit on the West wall. You can’t 
miss it! 


Level 34 (Spiral) 


The Button in the Southwest opens the path to the exit. Look on 
the North side of the white square. 


Level 35 (Scanners) 


Scanners lock on to you and fire. 
They’re very accurate! Fortunately, 
they can’t move, so pick them off at’ 
long range. Get the Band-Aid in the 
Southwest corner of the maze, then 
go to the exit in the Southeast corner. 





Level 35 


99 


Nintendo Game Boy Secrets 2 


Level 36 (Cross Fire) 


This Level is filled with Rovers, Scanners and Wallys. The exit is 
in the Northwest corner. 


Level 37 (Corner Shot) 


There are Scanners around most corners, so be very careful! Find 
the black Button in the Southwest corner, then go to the exit in 
the Northeast. Watch out for the Scanner guarding the exit! 
There’s a Shield in one of the areas near the middle of the Level. 


Level 38 (Gauntlet) 


The black Button is guarded by a horde of Scanners! If you can 
blast through them all, one at a time, and reach the Button, 
you’re quite a player! After hitting the button, go to the 
Northwest corner and take the Key, then return to the Gauntlet 
and fight your way to the exit on the East wall. 


Level 39 (Meet Bouncer) 


Bouncers are the meanest Smiloids yet. Watch out! Get the black 
Key from the middle of the Level, then get the second Key 
somewhere on the West side of the Level. The exit is on the East 
side of the level. 


Level 40 (Test 4: Village) 


Get the Key in the Northwest corner 
to open the path to the middle of the 
Level. Hit the Teleport to go to the 
Southwest corner. Hit the Button and 
go to the Northeast corner. Hit the 
Button there to open the passage to 
the North. Before you go through the 
exit, get the Speed-Ups and Armor Level 40 
Power-Ups. 





100 


FaceBall 2000 


Level 41 (Sacrifice) 


There are lots of Prizes here. You can break the glass with your 
shots, so fire away! The exit is on the North side of the middle 
square, but don’t exit until you’ve found all the goodies. 


Level 42 (Find the Black Key) 


Scanners are places at every intersection in this Level. The Black 
Key is to the North, below the middle square. The exit is on the 
North wall, directly above the Key. 


Level 43 (Jumping Jack) 


Run past the Teleports when they shrink to pass them safely. 
There are Scanners guarding the exit on the Korth side of the 
middle square. 


Level 44 (Village Guards) 


The Guards are Smiloids that will patrol an assigned area. When 
they detect you, they'll fire at you relentlessly until you destroy 
them or they destroy you! Get the Black Key in the Southeast 
corner, then find the exit against the North door. 


Level 45 (No Retreat) 


This Level has several one-way Black 
Doors. Once you enter most areas, 
there’s no retreat. Just fire away until 
you destroy the enemy. The exit is in 
the Southeast trapezoidal area, 
against the East wall. 


BES 





Level 46 (Double Back) 


One of the Black Walls will take you 
into the single squares of this Level. The single squares lead to 
the exit square. 


Level 45 


Level 47 (Let’s Make a Deal) 


Hit the Buttons in all of the vertical paths to open the way to the 
exit in the third vertical path from the left. 
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Level 48 (Vampires) 


Vampires move amazingly fast. They'll bump into you and try 
to suck away your energy. They take four hits to destroy! Back 
away from them and shoot at the same time for the best chance 
of destroying them. The exit is in the Southeast corner. 


Level 49 (Coffee Shop) 


There are a few Buttons to hit to open the way to the exit, which 
is guarded by a Guard and a Vampire. 


Level 50 (Test 5: Town) 


The exit is in the middle of the North 
wall. Get the Armor Power-Up just 
South of the exit. 


Level 51 (Ice) 


Most of the Walls have enemy Level so 
Smiloids behind them, but you only 

need to shoot one of the walls. Try the ones in the Northeast 
corner. You'll find a single Wally guarding a Button that opens 
the path to the exit. 





Level 52 (Campus) 


Stay in the Southwest corner and shoot one Smiloid at a time. 
Clear the way to the button in the Northwest corner, then rush 
to the Button in the Southeast corner, to open up the exit. 


Level 53 (Shark Bait) 


Sharks move around randomly, circling and weaving like 
champion boxers. Just shoot “em! Hit the Buttons guarded by the 
Scanners to open up the exit. 
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Level 54 (Nightmare) 

You start this Level in the Southeast corner, surrounded by 
guards. Scanners, Sharks and Ninjas guard the exit on the West 
side of the level. Ninjas are the newest Smiloids; they are 
extremely fast and kill by touch. Shoot fast! 


Level 55 (Fast Track) 


Kamikaze Smiloids are here! Their 
name says it all! Get your 
HAPPYFACE through the exit in the 
Southwest corner! 


SHH... THE SECRETS 


Level 70 (The Master’s Castle) 


This is the final Level of the 
CyberScape. If you’ve made it this 
far, congratulations! Now it’s time to 
destroy the Master and claim your 
prize! 

The Master Smiloid takes plenty ae 
of shots to destroy. When he’s close to Level 70 
blowing up, he’ll change into a 
bizarre new form. Keep blasting until he’s toasted, then go 
through the exit to see the victory sequence! 





Hidden Warps 


Here are the locations of a few early warps. How many others 
can you find? (Note that there are warps hidden on most of the 
Test levels.) 


Level 1 
Shoot the wall opposite the exit wall. ° 


Level 5 
At the start of the level, touch the left wall five times, then shoot 
the right wall five times. 


103 





CHAPTER 13 


In Your Face 





Distributor: Jaleco 
Game Type: Sports 


WHAT’S GOING ON? 


Lace up your sneakers and get ready for some street basketball! 
There are no fouls in street ball—just rough and rugged hustle 
and muscle! Take the ball to the hoop and stuff it home, or burn 
the D from long range. Watch out on defense—don’t let the 
other make a shot in your face! 


PLAYERS 


In Your Face is for one or two players. The two-player mode 
requires two Game Boys, two In Your Face Game Paks, and the 
Game Link cable. 

There are four players to choose from in the game. Each 
player has his own strengths and weaknesses. 


In Your Face 


Carr is almost exactly like Jones! He’s fairly slow (roughly 
the same speed as Jones) and he’s good a good stealer (like 
Jones). He dunks better from the left side of the basket (like 
Jones!). 

Jones is an okay player. He’s slow and he doesn’t steal very 
often. He dunks better from the left side of the basket. 

Pelle is the best player. He’s faster than anyone else, and 
he’s the best stealer. He dunks better from the right side of 
the basket. 

Small is a good player. He’s faster than Jones and Carr (but 
slower than Pelle) and he can steal well. He dunks better 
from the right side of the basket. 


SCORING 


There’s no three-point line in street ball, and shots are only 
worth one point instead of two. The more you score, the better! 

There are several ways to play In Your Face. First of all, you 
can choose between a one-on-one or two-on-two game. One-on- 
one can be any two players in a head-to-head competition. Two- 
on-two is a game between Los Angeles (Pelle and Carr) and 
New York (Jones and Small). L.A. is a better team, but not by 
much. 

You can choose whether the game is to be played to a time 
limit or to a certain score. The time limit can be one, three, five, 
or ten minutes. The score can be 10, 
15, 20 or 25 points. 

Finally, you must decide whether 
the game is winner’s outs or loser’s 
outs. In winner’s outs, the team that 
scores a basket gets to take the ball 
out again on the next possession. In 
loser’s outs, the team that is scored 
upon gets to take the ball out. 
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CONTINUES 


Like most sports games, there’s no way to stop a game in 
progress and continue in a later session. You'll have to do all 
your jammin’ at once! 
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CONTROLS 


WY (oxere Shoot (Press 
Player - Twice), Block 


Pass, 


Pause Steal 





STRATEGY SESSION 


Option Overload 


Each of the options can drastically affect how you play the 
game. The most important option is winner’s outs/loser’s outs. 
If you play winner’s outs, you should be quite good at the game. 
If you’re not a good player and go for winner’s outs, the 
computer may have the ball for most of the game. 


One Player or Two? 


In a one-on-one game, concentrate on 
dunking the ball. If you can get past 
your defender, you'll almost always 
have an open drive to the basket. This 
doesn’t apply if you’re one of the 
slower players. When you're a 
slowpoke, you may have to concentrate on shooting as soon as 
you get the ball, so it isn’t stolen away from you! 
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In two-on-two, teamwork is the 
key. Keep passing the ball back and 
forth to keep the defense on its toes. 
Dunking is more difficult with two 
defenders instead of one, so work for 
inside shots instead of always going 
for the jam. 


Take a Breather 


Want to take a break during a game? 
Just don’t bring the ball in bounds. 
Your opponent won’t be able to do 
anything until you move the ball 
across the half-court line. 





SHH... THE SECRETS 


None. In Your Face is a simple game of street ball! 
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Kung-Fu Master 


PUSH START 


©1990 IREM 
LIGENMSED EY HINTENMDO 





Distributor: Irem 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Super Agent Bruce Leap has been called upon to stop the evil 
activities of Daddy Long Legs, a martial arts master operating 
out of his personally designed Pyramid-Shaped Factories. You 
are Agent Leap. Six stages of action stand between you and 
Daddy Long Legs, but you can handle it. You’re the Kung-Fu 
Master! 


PLAYERS 
Kung-Fu Master is for one player only. 


SCORING 


You score points for every enemy you defeat. The number of 
points you score depends on which attack you use. For example, 
you'll score more points with the Punch (200) than you would 
with the Kick (100). 
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LIVES AND CONTINUES 


You start with three lives. Each life has a Power Level. When 
your enemies hit you, your Power Level decreases. When the 
Power Level is empty, you lose a life! 

You have five continues. Every time you run out of lives, 
you can use a continue to start play from the last Stage you 
reached. 


CONTROLS 


Move = Flip Kick 
Bruce Leap  - 


Pause 





WEAPONS 


The only weapons you have are your fists and feet. Super 
Agents don’t need guns! 


SPECIAL ITEMS 


When you defeat enemies, they will sometimes drop helpful items. 
The Bomb can be thrown to damage an enemy. 
The CIA Medal is worth an extra life. 
The Heart restores your Power Level. 
The Oil Potion restores some of your Power Level. 
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FRIENDS 


Unfortunately, you’re the only Super Agent on this mission. 
You'll have to go it alone. 


ENEMIES 


Each Stage is filled with wimpy enemies and a super-strong 
Boss. 
Chainsaw Freddy is the Boss of Stage 1. Watch out for his 
long reach! 
Pugsly Ugsly is the Boss of Stage 2. He throws oil barrels 
and has a mean kick! 
Abdul is the Boss of Stage 3. He’s armed with a Firebomber! 
Starburst is the Boss of Stage 4. He uses throwing stars and 
a katana blade. 
Starspike is the Boss of Stage 5. Starburst’s brother has the 
same skills as Starburst! 
Daddy Long Legs is the Boss of Stage 6. Defeat him to win 
the game! 


STRATEGY SESSION 


General Strategies 


If you want to play for points, use the Punch on your enemies. If 
you want to play for survival, use the Kick. Its longer reach will 
defeat most of your enemies before they get close enough to 
attack. 


Stage One: Downtown 


The Ninjas will jump out from 
behind walls, or just run onto the 
screen in a mad dash. Use your 
Kick to dispose of them easily. 
The only challenging enemies 
before the Boss will be the Chain 
Whippers. Get close and punch 
them rapidly to knock them out. 
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The Chain Whippers will leave behind Oil Potions. 











Chainsaw Freddy might seem like an unbeatable foe, but 
he’s got a simple weakness. When he lifts up the chainsaw, 
move right into him! As long as you stay as close as possible, the 
chainsaw won’t hurt you and you can punch Freddy repeatedly. 


Stage Two: Pyramid Port 


You can attack the Oil Drums that 
bounce onto the screen, but it’s safer 
to just jump over them, unless you 
really want the points. 











When you’re on the crates, use 
the Flip to hit the Ninjas on crates 
above you. It’s a great-looking 
maneuver! 











Get close to Pugsly Ugsly and 
use the standing Kick. When Pugsly | 
throws an oil barrel, you'll knock it 
away and then get a few hits on 
Pugsly. If you drive him to the right 
side of the screen, it’s all over. 
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Stage Three: Train Ride 


Ninjas armed with guns pop out of 
the hatches on the train carts. Squat 
down and kick them in the face! 





Abdul’s Firebomber is a 
devastating weapon, so stay away 
from Abdul when he’s firing. Then 
get in close and use a Flip kick to hit 
Abdul and (hopefully) flip out of the 
range of the Firebomber. 





Stage Four: Pyramid Mfg. Ltd. 


Use low Kicks on the little guys in this 
warehouse. They'll grab onto you and 
do serious damage if you don’t knock 
them out! 





The Ninjas jump into the air and toss 
groups of three throwing stars at you. 
Get close and use Flip Kicks. 





The steam vents are very dangerous! 
Run past them before the steam clouds 
scald you! 





Starburst attacks a lot like a Ninja, 
leaping into the air and using throwing 
stars to attack. When he lands on the 
ground, get close to him and use rapid 
Kicks to do damage. Starburst also has a 
katana blade, but he will rarely use it. 
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Stage Five: Heart of Factory 


This is the first Stage where the 
dangers of the Stage can kill you 
before you reach the Boss! Conveyor 
belts, deadly spikes and steam vents 
add up to deadly effect! 





Starspike is a clone of Starburst. 
Attack Starspike in the same way 
(adjusting for the conveyor belt’s 
effect, of course). 





Stage Six: Daddy Long Legs’ Headquarters 


Once you've kicked through all the little guys, you'll be ready to 
fight Daddy Long Legs. See The Secrets for some advice on how 
to defeat him. 


SHH... THE SECRETS 


Defeating Daddy Long Legs 


The best way to attack Long Legs 
is with Flip Kicks. Let him try to 
hit you with his flying kick, then 


get close and use the Flip Kick. You 
can only take two or three of his 
hits, so watch out! 
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CHAPTER 15 


Maru’s Mission 








Distributor: Jaleco 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Maru and Cori are walking 
through Central Park one day 
when an evil entity appears out 
of thin air, snatches Cori, and 
disappears! Maru knows that he 
can’t tell the authorities. No one 
would believe his story! Instead, 
he decides to rescue Cori on his 
own. And so Maru’s Mission 
begins! 


%, 
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PLAYERS 


Maru’s Mission is for one player only. 
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SCORING 


You don’t score points for defeating your enemies. Instead, you 
can increase your number of Life Points! See Lives and 
Continues below. 


LIVES AND CONTINUES 


In the lower-right corner of the screen is your Life Meter. The 
Meter starts out at 200. You can increase the Life Meter by 
collecting the bubbles that are left behind by enemies you have 
beaten. In underwater rounds, you score 40 Life Points for every 
fish you defeat. 

You start the game with three lives. If you run out of Life 
Points, you lose a life. If you lose all your lives, the game is over! 


CONTROLS 


Use 
Weapon 


Activate 
Special : at 
Weapon Pause : Jump 





WEAPONS 


Maru starts the game with an infinite supply of throwing stars. 
These weapons will work against most of the enemies, although 
a few Bosses will need to be destroyed with the help of special 
weapons earned by defeating previous Bosses. 
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The Amulet is the most powerful weapon. It can have one of 
four different effects: Boomerang Bomb, Levitate, Magic 
Missiles, and Sonic Wave. 

The Bomb destroys all enemies within its explosion radius. 


SPECIAL ITEMS 


The Healing Potion gives Maru 75 Life Points. 

The Magic Scroll splits Maru into several Marus, each of 
which has the ability to attack! 

The Wagon makes Maru invulnerable for a short time. 


FRIENDS 


Maru’s Mission is a solitary one. No one will help you in this game! 


ENEMIES 


Maru’s Mission has six levels separated into two rounds. There 
are also three underwater rounds for a total of 15 levels! At the 
end of most levels, you'll run into the standard super-tough 
Boss. 


STRATEGY SESSION 
General Strategies 


Shoot everything in sight! Sometimes, you will reveal hidden 
items, and most of the time, you will hit your enemies! 

You can jump VERY high on the screen. Don’t jump so high 
that you have to fall back to the ground while your enemies 
attack you! 


Level 1-1 


Move to the right until you find a tree 
stump. Shoot the right side of the stump 
to create Life Point bubbles. You should 
be able to boost your Life Points over 300 
before the stump stops giving you bubbles. 
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You'll have to defeat Eyeclop, 
the Boss, before he tells you what 
he knows about-Cori. Eyeclop has 
two attacks. He’ll try to touch you, 
and he’ll also use a rotating laser 
beam. You should be able to avoid 
Eyeclop at all times, but the laser 
beam is guaranteed to hit you. 
Don’t try to avoid the beam, just 
run through it as quickly as possible. 

Keep pumping Eyeclop full of stars until he explodes! He’ll 
give you a weapon to defeat the next Boss with. 





Level 1-2 


An evil Maru clone attacks you halfway 
through the Level. He’s fast, so keep 
moving and shooting him! 





When a group of bees appears, they will combine and form 
the evil Insector. After you talk to Insector, press Select to 
activate your special weapon. Use the weapon to blast Insector. 
When Insector splits up into the group of bees, move to the left 
side of the screen and wait for Insector to re-form. When you 
blow him up, you're ready for Level 2. Or are you? 





Underwater Level 


In this simple underwater level, Maru’s armed with an 
unlimited supply of spears. Swim to the bottom of the screen 
and shoot the spears upward to hit the sea creatures swimming 
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by. If a creature starts swimming along 
the bottom of the screen, swim upward 
until he passes by, then return to the sea 
floor. When all the sea life has been 
defeated, you'll move on. 


Level 2-1 


Frankenstein is the strongest foe in this 
Level. If you get an Amulet weapon, it 
will be very useful against Frank! 





Wolfman is the Boss. You’ll know you've reached him when 
you encounter a group of dogs! You can only damage Wolfman 
when his jaws are open. Later in his attack, Wolfman will split 
into two! Keep shooting the Wolfman with open jaws to do 
damage. When Wolfman is defeated, he’ll give you garlic to use 
against Dracula! 





Level 2-2 


Dracula’s got an attack that’s very difficult 
to dodge. He splits into a large flock of 
bats that form a chain and start pursuing 
you! Stay as far away from the chain as 
possible. When the chain reforms into 
Dracula, shoot him with the garlic weapon 
(you pressed Select, didn’t you?). When 
you’ve drummed out Drac, he’ll tell you 
that Cori has been moved to Greece! 
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Level 3-1 


You can walk onthe ceiling in this Level! 
Use this to your advantage by shooting 
downward while tip-toeing along the 
roof. 





One enemy in this Level explodes 
when you shoot him, but then reforms 
after a few moments. Shoot him again to 
permanently get rid of him. 





Golem’s the Boss to beat. And he’s pretty easy to beat! Shoot 
him rapidly when he’s walking on the ground. When he rolls 
into a ball, you can’t hurt him. Run to the far right side of the 
screen and you'll avoid most of the spheres Golem shoots out at 
you. When Golem re-forms, shoot him until he explodes and 
gives you the Mirror to fight Medusa with. 





Level 3-2 


Don’t fall into the fiery pits or you'll instantly lose a life! At least 
you get to see a nice graphic screen for your troubles. 
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Use the Mirror to reflect 
Medusa’s circular bullets back at her. 
They will automatically reflect at the 
right angle, so all you have to do is 
press the button at the right moment 
to use the Mirror. When Medusa is 
beaten, she’ll point you toward 


Egypt. 





Level 4-1 


You'll want your mummy after playing 
through this Level! Mummies and flocks 
of flying foes will be on the attack. Look 
for an Amulet! 


Sphinx, the Boss, will ask you a 
riddle. The answer is Man. “Four legs at 
dawn” refers to babies that crawl on all 
fours. “Two legs at noon” refers to 
mature humans. “Three legs at night” 
refers to older people, who use a cane or 
walking stick. Clever riddle, eh? 





Level 4-2 


Isis has a similar attack to Eyeclop, 
including the rotating laser! The ideal 
attack is to be in one of the pits with 
Isis above you. This will let you shoot 
rapidly. When Isis is beaten, you'll 
find yourself traveling to Brazil! 





Underwater Level 


Use the same strategy as last time, staying at the bottom of the 
screen and moving upward only to dodge low-swimming 
sharks and mantas. When all the sea creatures are goners, you'll 
leave the water. 


Maru's Mission 


Level 5-1 


Hydra is a pushover of a Boss. 
As long as you've got lots of Life 
Points (which you should), just 
stand on the left side of the 
screen and fire away. Some of 
Hydra’s fireballs will strike you, 
but not enough to do serious 
damage. Hydra will give you the 
weapon to use against Kelbelos. 





Level 5-2 


Kelbelos talks tough, but he’s yet 
another wimp of a Boss. When he flies 
around, just pound him with your 
special weapon (we hope you hit 
Select!). He may drop a few fireballs 
on you, but they’ll have a very small 
effect. When Kelbelos is crushed, he’ll tell you that Cori is 
scheduled to be the sacrifice of Muramasa, an evil Boss in Japan! 





Underwater Level 


This is the last Underwater Level. You should be able to boost 
your Life Points up, if they aren’t already at the maximum level 
of 999. When you're done frolicking in the sea, you'll be on the 
shores of Japan! 


Level 6-1 


Nioh is the Boss of this Level. He’s a double- 
powered Boss; even after you destroy his 
body, his head will soar into the air and start 
dropping rocks down at you! Continue to 
blast Nioh’s head until it explodes. He'll let 
you pass to the final Level! 
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Level 6-2 


At the start of the Level, hold the controller to the right or you’ll 
drop down into a fiery pit and lose a life! Move to the right until 
you fight Muramasa. See The Secrets if you need any help 
beating him. Good luck! 


SHH... THE SECRETS 


Defeating Muramasa 


Muramasa is the final Boss! 
He attacks by moving 
around the screen and 
throwing his sword. If you 
have at least 200 Life 


Points, you should be able 
to defeat Muramasa, but 
you should have many 
more Life Points than that! Just keep firing away. When he 
blows up, you might want to have a pencil and a piece of 
paper handy, because Muramasa will tell you something 
very interesting... 
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Mega Man in 
Dr. Wily’s Revenge 
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Distributor: Capcom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


You know them both by now—Dr. Wily, a doctor with a talent 
for constructing deadly robots, and Mega Man, a heroic robot 
with the ability to absorb new powers and use them to his 
advantage. Three times before, Mega Man has beaten Dr. Wily. 
Can you help Mega Man make it four times? 


PLAYERS 
Mega Man in Dr. Wily’s Revenge is for one player only. 


SCORING 


There aren’t any points to score in this game. Your goal is to 
progress from stage to stage, defeating the Robot Masters along 
the way. 
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LIVES AND CONTINUES 


You start out with three lives. Each life has an Energy Meter. 
When you’re hit by enemies or missiles, the Energy Meter 
decreases. If the Energy Meter runs out, you lose a life. A few 
obstacles are so deadly that they will kill you instantly if you 
touch them! 

You can continue the game endlessly. You also earn 
passwords by defeating the Robot Masters. These passwords 
will allow you to continue the game without having to defeat 
the Robot Masters that you've already beaten. 


CONTROLS 


Fire 
Weapon 


Switch To q 
Weapons Box : Jump 





WEAPONS 


Mega Man starts out with his built-in 
weapon, the Plasma Cannon. The 
Cannon has an infinite supply of energy. 
By defeating the Masters, Mega Man 
earns new weapons to fight with. These 
weapons have limited supplies of energy. 
Make sure that you switch back to the Plasma Cannon after 
using a special weapon, so that you don’t drain it of its energy. 
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SPECIAL ITEMS 


There are several ways to earn Special Items in the game. Some 
Special Items are left behind by defeating monsters. Some are 
scattered around the various levels. And some are earned by 
defeating particular Masters. 


The Energy Pellet comes in two sizes, small and large. The 
bigger the Pellet, the more it will recharge your weapon’s 
energy. You have to be using the special weapon you want 
to recharge before you pick up the Pellet. 


The Extra Life Capsule gives you an extra life. 


The Power Pellet increases your Energy Meter. 


FRIENDS 
Sorry, but Mega Man’s all alone in this game. 


ENEMIES 


There are eight different Robot Masters in the game. At first, 
you'll only see four of them on the screen. The second group 
won’t appear until you’ve beaten the first group. (The first 
group of four Masters is from the original Mega Man, and the 
second group is from Mega Man 2.) 

Group One s : 

Cut Man uses the Rolling Cutter. eta 

Elec Man uses the Thunder Bean. —===———_ 

FireMan uses the Fire Storm. 

Ice Man uses the Ice Slasher. 
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Group Two 

Bubble Man uses the Bubble Lead. 
Flash Man uses the Time Stopper. 

Heat Man uses the Atomic Fire. 

Quick Man uses the Quick Boomerang. 
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STRATEGY SESSION 


General Strategies 


Practice your jumps until you have them mastered. Many parts 
of the game will be simply impossible until you can execute 
picture-perfect leaps and bounds. 

Get used to hitting the Start button quickly. You'll need to 
hit this button to switch between weapons. If you’re too slow, 
you'll often lose a life before you have the chance to activate the 
item you need. 

There are many locations in the game where you can power 
up by destroying the enemies, leaving, and returning. Your 
enemies will come back to be destroyed over and over! There 
are too many of these locations to mention, but keep an eye out 
for them. 

As always with Mega Man, you can take on the Robot 
Masters in any order you wish. The order we took is just one 
possible path through the game. 


Ice Man 


Run to the right, shooting the little 
‘choppers (named Bladers) along the 
way. Keep going until you reach the 
ladder. Climb down into the next room. 
Hug the right wall as you fall. Now shoot 
the three robots (call them Eyeballs) and ‘ 
leap up to take the Power Pellet. Climb down the eddies again! 

Jump to the right, across the icy blocks. Don’t fall down onto 
the spikes! At one points, you'll jump onto a block of ice above 
an Energy Pellet. Slide on the block to make it start melting. 
Then jump repeatedly to melt through the block and fall to the 
Pellet. 
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Once you’re past the spikes, 
you'll see a robotic object spitting out 
worms! Shoot the object and pick up 
the Power Pellet it drops. Continue to 
the right. You’ll encounter more 
eyeball robots and another spitting 
device! Shoot them all and climb up 
the ladder when you reach it. 





Jump up onto the ledge. You'll see an icicle start to come out 
of the ceiling! Move to the left side of the ledge. When the first 
icicle falls, jump onto it and wait for the other two icicles to 
drop. Jump to the left and leap up to the ladder. Climb up the 
ladder! 





Wait at the top of the ladder for the first icicle to fall, then 
quickly jump up and onto the ledge at the far left side of the 
room.When the second icicle drops, jump over and stand on it. 
A third and fourth icicle will fall into place. Now it’s safe for 
you to leap over to the ladder and climb up to the next area. 


There’s a big robot here, but you 
don’t have to fight it. Just run to the left 
until you reach the wall. When the robot 
jumps over you, leap up to the ladder 
and climb away! 





Move to the right until you spot 
Break Man! This guy’s got a shield that 
will deflect your Plasma Cannon. Keep 
shooting at him until he lowers the 
shield. You'll have to jump over some of 
his shots while you shoot back. 
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Once the Hunter is eliminated, it’s just a few jumps to the 
right, and then a few falls downward, until you reach the 
chamber of Ice Man! Ice Ice baby has a simple attack pattern. He 
shoots four ice bullets, then moves and shoots again. Leap over 
and duck under the bullets, then shoot Ice Man while he’s 
moving into position to shoot. When Ice Man is beaten, you'll 
earn the Ice Slasher! 





Fire Man 


Move to the right and blast the Eyeballs in your path. They will 
drop Pellets for you to pick up. Climb down the ladder into the 
next room. Don’t try shooting all the Eyeballs in here. Just jump 
over the Eyeballs on the ground and leap into the shaft on the 
left. 





You'll fall down into a long == 
horizontal area. Leap along the posts 
to the right, and watch out for the 
falling fireballs and flying Bladers. 
Look closely at the posts. A few of 
them have flamethrowers that roar to 
life at regular intervals! 


If you need some Energy or Power Pellets, keep 
backtracking in this area and new Bladers come onto the screen. 
Don’t get sloppy and lose a life by falling into the lava! 


When you're done charging up on the Bladers, climb down 
the ladder on the far right. Jump over the fire pit and climb 
down the next ladder. You'll drop into another long horizontal 
area. 
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In this area, you'll encounter three 
large fireball-throwing robots! When you 
meet up with a robot, switch to the Ice 
Slasher and shoot the robot once to freeze 
it. Now switch back to the Plasma 
Cannon and blast it until it’s destroyed! 





After you destroy the third robot, 
climb up the ladder. Destroy Break Man, then jump to the left 
and climb up the next ladder. 


In this area, you'll encounter the 
Screw Drivers for the first time. 
These floor- or ceiling-mounted 
robots pop out and fire a spread of 
bullets at you. If you're close to them 
when they fire, you’re guaranteed to 
get hit. The best way to destroy 
Screw Drivers is to shoot them when 
they are on the edge of the screen, 
and just barely visible. 





You'll have to jump across a few 
posts before you reach the ladder. 
Climb down the ladder and you'll see 
a small flame moving from left to 
right along the floor! Jump over the 
flame to the left and fall down into the 
next room. You'll have to pass a 
second flame! This time, jump to the 
right. Get past the flame and you'll drop into a room with a 
fireball-thrower. Use the Ice Slasher and the Plasma Cannon to 
blow it away! 





Keep dropping downward until you meet Fire Man! At this 
PAM switch to the Ice Slasher. It’s the perfect weapon to use 
En Eimei= against Fire Man! Jump over his fire 
attacks and shoot the Ice Slasher in 
between jumps. You can also use the 
Plasma Cannon, but it will take longer 
to destroy Fire Man. When Fire Man is 
toasted, you'll get the power of the 
Fire Storm! 
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Cut Man 


Watch out for the Cutting Wheels as 
you run to the right. If you get close 
to them, they’ll drop to the ground 
and start rolling at you. You'll also 
need to destroy a lot of Screw Drivers 
in this area. 
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When you see the Extra Life 
Capsule, run to the right until you 
see a small ledge. Destroy the Screw 
Driver under the ledge and jump up 
to the long platform with the arrow. 
Jump to the left along the platform. 
Blast the Cutting Wheel and 
continue to the left. Jump off the 
edge of the platform and you'll land 
on the Extra Life Capsule. 

















Return to the right and climb 
down the ladder. When you appear 
in the next room, stay at the top of the 
ladder and shoot the Screw Driver on 
the roof. Drop down and shoot the 
Cutting Wheel, then snatch the 
Energy Pellet before you climb down 
the next ladder. 








Pause at the top of the ladder to shoot the Cutting Wheel, 
then jump to the right along the ledges. Climb up the ladder 
when you reach it. Lure the Cutting Wheel off the ceiling and 
move over to the next ladder. Climb up! 


In this area, you'll have to pass 
two robots that fly around in a circle! 
They aren’t hard to get past, but they 
sure look weird! Keep going to the 
right until you find the ladder going 
down. 
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At this point, you’re almost through 
the level. Keep going until you reach 
Break Man. Blast through him and move 
to the right, then fall down into Cut 
Man’s chamber! 

Use the Fire Storm against Cut Man. 
Cut Man will stay close to you, but the 
Fire Storm’s close-range attack will do constant damage to him. 
Once he’s down and out, you gain the Rolling Cutter! 





Elec Man 


Move to the right and run against the 
fan. Wait on the ledge for a block to 
appear! Jump onto the block and wait 
for the next block to appear. You have 
to quickly jump from block to block, 
or the block you're standing on will 
disappear and you'll fall onto the 
deadly spikes! 








In the next room, look out for 
the electric beams. Wait for the 
beams to turn off before you jump 
up the ledges and get to the ladder 
leading up. 





In the next room, you'll have to do more jumping. Keep 
leaping to each new block as it appears. Jump straight up after 
you land on the third block, because the fourth block will 
appear directly over it. 


The next room has more electric beams. Get past them and 
climb up. Now you'll have to jump onto blocks with a fan 
blowing you to the right! Keep running left to counteract the 
fan. Jump onto the fan as soon as you can, then climb up the 
ladder. 
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Blast the two lower Eyeballs, then run past the higher two to 
reach the ladder. Climb up and run to the right. You'll spot a 
Lightning Lord. The big bully throws lightning bolts at you! 
Shoot him with the Plasma Cannon, then jump onto the flying 
machine. You'll start moving to the right. Blast the next two 
Lightning Lords, and jump onto their flying machines. After the 
third Lord, you'll find the ladder leading up. 





From here, you’ve got a long climb upward. You won’t see 
anything new until you reach two robots that look like helmets. 
We call them Robo-Domes. Shoot the Domes before they shoot 
at you! 





It’s almost time for the big battle. Keep climbing upward, 
through the electric beams and Eyeballs. When you reach the 
big hopping robot, you’re almost there. Sprint to the right, then 
climb down into the chamber of Elec Man! 


It’s almost impossible to dodge 
Elec Man’s attack, so the best defense 
is a good offense! Keep smashing Elec 
Man with the Rolling Cutter, and try 
to jump over the electric beams. Most 
of the beams will hit you, but you’ll 
manage to leap over a few of them. 
When he’s beaten, Elec Man will give 
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you the Thunder Beam and the Carry, a floating platform you'll 
find quite handy! 





Dr. Wily’s Castle 


Use the Carry immediately to jump up and take the Extra Life 
Capsule. Then drop down the shaft on the right side of the 
room. You'll fall into a room with four Eyeballs. Jump over two 
of the Eyeballs, then wait for the Eyeballs to move. Jump over 
into the shaft on the left. 

It’s Break Man! Blast him to bits and jump down the shaft 
on the right. There’s a hopping robot in this room. Run next to 
the robot, and when he leaps over you, run into the shaft on the 
left. You'll fall down into the next danger-filled location! 


In this area, Worms crawl from the 
top and bottom of the tunnel. Blast the 
Worms for Pellets; this is a great place to 
charge up. When you're ready to move 
on, move to the right and drop down 
the shaft. 





You'll be falling through 
several screens, and here’s what 
you should do. 
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On the first screen, steer to the left. 
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Jump to the left. 


On the second screen, land on one 
of the ledges for an Energy Pellet. 
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land on the ground 
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Move to the right and blast Break Man, then blast through 
the Bladers and Robo-Domes. Fall down the shaft and into the 
next room. Shoot the Robo-Domes quickly and fall down the 
shaft on the left. 


In the next area, you'll need to 
use Carry. When you fall into the pit 
with the worm-spewing robot, use 
the Carry to leap to the right over the 
wall. Fall down into the next area. 
Use Carry to get up to the ledge with 
the three Energy Pellets. Then drop 
down to the left. 





From here, move through the 
Worm tunnel, then drop down into 
the next area. Use Carry to jump 
across to the Extra Life Capsule, then 
drop down the middle of the screen. 
You'll avoid the spikes and drop 
down a narrow shaft. When you 
land, you'll be in an area with four 
elevators. Each elevator leads to a 
Robot Master! 





Go into the elevator in the upper 
right corner. This will take you to 
Bubble Man! Switch to the Rolling 
Cutter, which will polish off Bubble 
Man quickly and earn you the Bubble 
Lead! 

















Now enter the elevator in the 
lower right corner. This is Heat Man! 
Switch to the Bubble Lead to do the 
most damage to Heat Man, although 
you can use almost any of the Robot 
Master weapons. When Heat Man’s 
gone, you get the Atomic Fire. 
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Enter the elevator in the upper 
left corner to face off against Quick 
Man! Slow down Quick Man with the 
Atomic Fire. Be careful, because 
Quick Man moves very fast, and can 
drain all your energy before you can 
defeat him! If you’re quicker than 
Quick Man, you'll receive the Quick 
Boomerang. 
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The last elevator is in the lower 
left corner. It’s Flash Man! Use the 
Bubble Lead or the Quick Boomerang 
to make quick work of this Master. 
Flash Man’s Time Stopper is now 
yours! 








An elevator will now appear in the middle of the elevator 
room. Go inside and you'll face a brand-new Robot Master: 
Mega Man Hunter! This Master is quite intimidating, with his 
huge sword and armor-plated body! 
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The Plasma Cannon works well against Mega Man Hunter. 
When he moves to one side of the room, shoot him with the 
Cannon. Then jump over his ladder beam when he fires at you. 
Run underneath him when he bounces to the opposite side of 
the room. Repeat your attack pattern until the Hunter becomes 
the hunted! The Hunter’s weapon is the Mirror Buster, 
something that will come in mighty handy later on! 
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Dr. Wily’s Spaceship 


This is the longest and toughest stage of the game, so get ready! 
Break Man’s waiting for you right at the beginning of the stage. 
Blast through him and then run to the right, through the Robo- 
Domes. You'll need to use the Carry to get over one particularly 
high wall. : 


When you reach the wall of ice 
cubes, use the Carry and jump onto the 
highest cube, then jump straight up to 
melt through the cubes and open the 
passage to the right. 





Continue to the right. Use the Rolling Cutter to destroy the 
moving objects on the ground. Drop into the shaft when you 
reach it. Hug the right wall. You'll land near some spikes. Jump 
over the spikes from block to block, then leap over the fan and 
fall down the shaft on the left. 


This is first of several tricky 
appearing block sections. Follow the 
blocks as they lead to the right. At 
the beginning, you just need to 
shuffle from block to block, but near 
the end, you'll have to jump across 
the blocks. If you fall, you’ll hit the 
spikes and die instantly. When you 
reach the ladder, climb down. 





Jump to the left and drop down the shaft into the next area. 
Run to the right, scooting under the robots when they jump into 
the air. You'll need to use Carry to jump over the wall near the first 
robot. There’s a narrow shaft to jump into after the third robot. 


Continue until you reach the second 
area of appearing blocks. This time, 
some of the blocks will appear directly 
over the blocks you’re standing on, 
which means you have to jump straight 
up. Unfortunately, the only way to 
know when to jump straight up is 
through experience—and losing lives! 
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After you pass this area, you'll fall into a room with Break 
Man. Use Carry to jump over Break Man and jump into the shaft 
on the left. From here, move to the right through the circling 
robots. Use the Rolling Cutter to zap the Cutting Wheels on the 
ledges. 


When you pass through a group of 
ladders, you’ll enter a room with an 
Extra Life Capsule and a Power Pellet 
behind a solid-looking wall. Use the 
Atomic Fire to blast through both blocks 
and get to the goodies! 





Move to the right and use the Carry to get up onto the 
highest ledge. You’ll encounter another wall, so use the Atomic 
Fire again. Fall down the shaft and you'll land next to four 
Energy Pellets! Charge up the weapons you need to charge, then 
walk left and fall down the next shaft. 


You'll land near three more Energy Pellets. Do more 
powering up, then leap to the right and hug the right wall. 
You'll fall down several screens before landing near a fireball- 
throwing robot. Get past him quickly and jump down the shaft 
on the right. 


You're getting close! Keep going through the level; after you 
run through the tunnel of Screw Drivers, you'll drop into a room 
with three circling robots. Move past 
hem to the shaft on the left. Hug the 
right wall as you fall down the shaft. 
You'll land on a small ledge with an 
Extra Life Capsule. Take the Extra 
Life and jump back into the shaft to 
fall down to Dr. Wily! See The Secrets 


if you need help beating the mad a. = 
Doctor. Good luck! 
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SHH... THE SECRETS 


Defeating Dr. Wily 


First, use the Bubble Lead 
to destroy the moving “lip” 
of Dr. Wily’s machine. 


Once Dr. Wily appears, 
switch to the Mirror Buster 
(EN in the Weapons Box). 


Reflect the beams Dr. Wily shoots 
at you, and dodge to the far left when 
the chomping jaws come at you. 


You'll blow up Dr. Wily’s evil 
contraption and save the world... 
until the next Mega Man game! 
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CHAPTER 17 


Mercenary Force 





Distributor: Meldac 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


One hundred years ago, Japan was ruled by the Lord of 
Darkness. His evil magic kept the population in fear, and his 
minions destroyed anyone who dared to challenge the Lord. 

One day, the great Shogun Tokugawa had a vision in which 
he saw a small band of fighters defeat the Lord and restore 
peace to Japan. Tokugawa recruited five of the most skilled 
fighters in the land and trained them to perfection. Several 
months later, the fighters were sent out to destroy the Lord. 
Their name was the Mercenary Force! 


PLAYERS 


Mercenary Force is for one player only. 
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SCORING 


You score points by shooting enemies, but as in most games, the 
real objective is to play through all six rounds. Pick up the Yen 
dropped by your enemies and use it to buy new mercenaries 
and other items. 


LIVES AND CONTINUES 


The Mercenary Force is made up of four mercenaries. You'll lose 
mercenaries as they run out of hit points and die! If you lose all 
your mercenaries, the game is over. You can buy a mercenary at 
the beginning of each round. 

There are no continues in Mercenary Force, so if you lose all 
your mercenaries, the game is over. 


CONTROLS 


Move Change Turn Leader 
Characters 2 Formation Into Spirit 
Warrior 


Change 4 J 
Leader Pause Shoot 
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WEAPONS 


There are five warrior types, each 
with his or her own cost, hit points, 
and weapon. 





Warrior Weapon Hit Points Cost 
Servant Single-Shot Rifle 6 ¥400 
Mystic Vertical Bullets 8 ¥700 
Monk Diagonal Power Shots 9 ¥1200 
Ninja Short-Range Shuriken 10 ¥800 
Samurai Double Cross-Bow i ¥800 


There are four different fighting Formations that the 
Mercenary Force can use. Press the B button to alternate 
between the different Formations. 

The Formation of the Wind is a wide formation that allows 

a wide attack. 

The Formation of the Forest is a “box” formation that keeps 

the group from suffering too many casualties. 

The Formation of the Fire is a narrow formation that 

concentrates heavy fire power in a horizontal line. An 

excellent formation for negotiating narrow terrain. 

The Formation of the Mountain is the widest attack 

formation, but it’s also the most dangerous. You'll take the 

most casualties with this Formation. 

In each Formation, one of the mercenaries is the Leader. By 

pressing A and B, the Leader can transform himself into a 

powerful Spirit Warrior for a short time. Once the Spirit 

Warrior powers wear off, the Leader will die. 

The Servant doesn’t become a Spirit Warrior, but delivers a 

single attack that clears the screen of all enemies. 

The Mystic becomes the Spirit of Life. 

The Monk becomes the Spirit of Time. 

The Ninja becomes the Spirit of the Wind. 

The Samurai becomes the Spirit of Fire. 


142 


Mercenary Force 


SPECIAL ITEMS 


Enter the Seki’s Cafes to buy special items for your Force. Each 
item costs Yen. 
Sushi (¥200) adds one hit point to all of the mercenaries. 
Medicine (¥180) adds three hit points to your leader. 
Tea (¥400) adds three hit points to all of the mercenaries. 
The Scripture (¥420) turns your leader into a Monk (during 
Round 2 only). 
The Scroll (¥400) turns your leader into a Ninja (during 
Round 5 only). 


FRIENDS 


Besides the Seki’s Cafes, there are three other locations worth 
visiting during the game. 
The Shrine should be visited to get a blessing. If you leader 
is a Mystic, you'll always have excellent luck at the Shrine. 
The Temples hold followers of Shogun Tokugawa who will 
restore your Force’s hit points. 
The Daibutsu can attempt to revive a dead mercenary. The 
more you pay, the better the chances of revival. Look for the 
Daibutsu in Round 4. 


ENEMIES 


Each Round has several smaller enemies and one giant 
enemy—the Boss. We’ll describe the smaller enemies in the 
Strategy Session; here are the Bosses. 
Sky Dragon is the Boss of Round 1. He circles around and 
shoots deadly fireballs from his head. 
Razor Rat is the Boss of Round 2. A group of small rats 
circles around to protect Razor Rat from harm. 
Megacorn is the Boss of Round 3. He grows larger as you 
shoot him! 
Eyeclops is the Boss of Round 4. He’ll throw pieces of 
himself at you! 
Death Worm is the Boss of Round 5. Don’t shoot his head; 
shoot his legs! 
Darcmere is the Boss of Round 6. Defeat him and you'll win 
the game! 
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STRATEGY SESSION 


General Strategies 


When you’re about to enter Seki’s Cafe, check your 
Leader. Remember that only the Leader can use Medicine and 
magic items. 

Some mercenaries’ weapons have a longer range than 
others. Long-range weapons let you stay farther away from 
large enemies and Bosses. 

You can really squeeze your fighting formation together by 
pressing against the side of the road or by pressing into objects 
in the road. The smaller your group, the harder it is to hit! 

When a mercenary is about to run out of hit points, move 
him to the back of the fighting Formation. That will keep him 
better protected until you reach a Cafe or other area to recharge 
your hit points. 

Whenever the road narrows, change to the Formation of the 
Forest. It will be much easier to get through this way. 

Just because you can have four mercenaries in your party 
doesn’t mean that you should buy four at the start of the game. 
In fact, it’s wiser to start with two mercenaries, leaving yourself 
enough Yen to buy lots of Medicine and other goodies at the 
Cafes. At the start of the game, we bought one Ninja and one 
Samurai. You can use whichever mercenaries you prefer, of 
course. 











Shortly after leaving the first Seki’s ieee is 
Cafe, you'll be attacked by several aC ane ae 28 
waves of Samurai and Ninjas. Watch | * | © 
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Watch the top of the screen. When 
you see five boulders in a row, switch 
to the Formation of the Fire. This is the 
best formation to use against the 
Bamboo Men in this section of the 
Round. 
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second Seki’s Cafe. Shoot it in 
the head to destroy it. 





When you reach the bridge, 
watch out for the fish in the 
water! They'll leap at 
you as you cross the bridge to 
the other side. 





The Sky Dragon’s got one weak spot: his head. Shoot him 
repeatedly in the head and keep moving up and down to avoid 
the Dragon’s fire. When you defeat the Dragon, grab all the Yen! 








Round 2 


Seki’s Cafe is at the start of the 
Round. Go inside and charge up 
on hit points for the battles 
ahead! You'll find Cafes near the 
beginning of every Round after 
this one. 
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The hopping toads spit poison in a 
high arc. Get close to the toads and 
shoot them; their poison will fly over 
you. 





Before you enter the Shrine, make the 
Mystic your Leader (if you have one). 
This way, you’re guaranteed excellent 
luck. When you’re choosing your 
favorite, look closely at the markings on 
the objects. One of the objects should 
look different from the others; that’s the 
one you want to choose. 





¥rE: The Giant Toad takes a lot of hits. 
Pound him with your firepower before 
he hops at you! 





There’s a small bridge between the 
second and third Seki’s Cafes. Shoot the 
fish before they get you! 





Between the third Seki’s Cafe and the 
Boss, you'll be attacked by waves of 
Gunners. Shoot at least one Gunner in 
each attack wave to give yourself a safe 
area on the screen to avoid the other 
Gunners’ bullets. 
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The small rats around Razor Rat spin 
around and shoot at you. Plug the 
Razor Rat when the small rats leave an 
opening, or when the Razor Rat spins 
out to attack you himself. 





Round 3 


In the area between the first and 
second Seki’s Cafes, stay on the left 
side of the screen so you can shoot the 
falling lightning bolts. 





When you encounter the Infernos, use 
the Formation of the Forest to do the 
most damage. 





You'll find your first Temple in this 
Round. Each of your mercenaries will 
receive several hit points. You'll need 
them! 





Duck in quickly to strike the Demon 
Mask, then back off again. The farther 
away you are from the Mask, the safer 
you are! 
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The fish past the third Seki’s Cafe jump 
out of the water along the top of the 
screen. Keep an eye out for them. 













Megacorn will get bigger and bigger as 
you shoot him. He’ll grow three times, 
then you'll be able to destroy him. His 
bullets move in a strange circular 
pattern that you should be able to 
figure out easily. 


a 





and Biggest! 


Round 4 


Watch out for falling rocks past the 
first Seki’s Cafe. Stay away from 
the top of the screen and you'll be 
able to avoid them more easily. 
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The Pesky Phantom Genie is a real 
pain! He teleports all over the screen, 
and he can appear at any point during 
this Round. Just shoot him when you can! 





The Goblin Condor attacks about a 
third of the way through the Round. 
He'll fly to the left with amazing speed, 
so be ready to dodge him! 





BORO OO DOD RI 
IAS Tee 
Visit the Daibutsu if you want to 
resurrect a deceased mercenary. The 
more you pay, the better your chances 
of getting the mercenary back! 





All of the enemies between the second 
Seki’s Cafe and the Boss attack directly, 
shooting from right to left. Use a tight 
Formation to minimize the chances of 
2 getting hit by all the bullets screaming 


Fae ey ig 
Loo no HN | «Across the screen and attack with 
p0—70—OS S-I=H0e2so 


everything you've got! 





When the Eyeclops forms one piece, move in close and 
shoot the eye a few times, then move to the left. When the 
Eyeclops breaks apart, you can continue shooting his eye. Just 
don’t get hit by Eyeclops’ pieces! 
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Round 5 


The Will-o’-the-Wisps attack you 
constantly between the start of the _ fom oe 
Round and the first Seki’s Cafe. Keep | Eis m2335 
dodging up and down to avoid their | [| @lj0ee=2° 


bullets! 





Once you cross over the fish-infested 
bridge, switch into the Formation of 
the Forest until you reach the Temple. 
There’s another area after the Temple 
that’s also easiest to pass with the 
Forest Formation. 








+ a = cathe 
Watch out for the small stones in the ¥3e ai rahe ade 


graveyard. They can hang you up and |*° . -, 2. 
‘ 5 = 4 @ 2 & 

prevent you from moving quickly | . 2 

enough to avoid your enemies. sak .oge ei 


[XBR errcese 





When you reach Death Head, the Boss, 
; re shoot his legs, not his head, to destroy 
- .%@e- .| him. Dodge the bullets when he’s on 
sient . 7 the right side of the screen, then shoot 
a + +. 888 x- &| him when he moves to the left and 


Se Foon eee | stops shooting. 





Round 6 


The Seki’s Cafe at the beginning of this 
Round is the last one in the game. 
Spend any Yen you’ve got left on 
charging up. 
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Bombs will drop from the top of the 
screen when you're near either of the 
two bridges in this Round. Move to the 
left side of the screen and shoot the 
bomb before it explodes! 





To defeat Darcmere, you have to 
shoot his central eye while he’s 
separated into two parts. He’ll shoot a 
spread of three bullets when he 
separates. You can avoid the bullets and 
try to get a shot in quickly, or take the 
damage and get in several good shots 
on the eyeball. If you defeat Darcmere, you’ve finished the 
game! See The Secrets if the ending you get isn’t the one you 
want. 





SHH... THE SECRETS 


Three Endings 


There are three endings in Mercenary Force; a bad ending, a 
good ending, and the best ending. To get the good ending, you 
must not use the practice mode; to get the best ending, you have 
to finish the game with a Mystic in your party. Good luck! 


Practice Mode 

On the title screen, press Up, Select, A 
and B. Then press Start to begin the 
game. You'll have ¥50,000 instead of 
¥5,000! You won’t get the good ending 
if you're using the practice mode. 
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Raccoon Mercenary 

To accomplish this trick, you’ll need to make it to the final 
Round of the game. First, you'll need to have excellent luck at 
the Shrine in Round 2. Second, you'll need to start Round 6 with 
three or less mercenaries. Third, you must not have a Monk in 
your party. Fulfill all these requirements and you'll get the 
Raccoon, a powerful mercenary! 
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CHAPTER 18 
Mickey’s 
Dangerous Chase 





Distributor: Capcom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Mickey Mouse, being the lovable guy that he is, bought Minnie 
Mouse a present. He’s about to give it to her when he discovers 
it’s gone! Goofy says that he saw Big Bad Pete take it. Now 
Mickey’s got to find Pete and get Minnie’s present back! 


PLAYERS 


Mickey’s Dangerous Chase is for one player only. The player can 
choose whether he or she wants to be Mickey or Minnie Mouse. 
Both Mickey and Minnie have the same abilities, so it doesn’t 
matter which one you choose. 


SCORING 


You don’t score any points on this dangerous chase. Your only 
goal is to find Big Bad Pete and get your present back! 
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LIVES AND CONTINUES 


You start the game with three 
chances (lives). With each 
chance, you have three Hearts. 
Every time you’re hit by 
something bad, you lose one 
Heart. Lose all of your Hearts 
and you lose a chance. Lose all 
of your chances and the game is 
over! You can continue the chase 
if you run out of chances. 





CONTROLS 


Move —_— Pick Up Throw 
Mickey _ -_ Box Box 


Pause ; Jump 





WEAPONS 


Mickey’s weapons are boxes that he picks up and carries with 
him through each level. When an enemy is on the screen, 
Mickey can throw the box and hit the enemy to defeat him. If 
Mickey leaves a box on the ground, and the box disappears off 
the left side of the screen, the box is gone forever and Mickey 
can’t go back to pick it up. 
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SPECIAL ITEMS 


Look for Star Boxes and pick them up to reveal Special Items. 
Black Stars give you five Star Points. 
White Stars give you one Star Point. 
Blinking Stars give you one extra chance. 
When you collect 100 Star Points, you earn an extra chance. 
Normal Hearts give you back one Heart. 
Blinking Hearts give you back all your Hearts. 
Magic Water makes you invulnerable for a short time. 
Each Stage has four hidden Crystal Balls. If you find all the 
Crystal Balls, you’ll earn another chance. 


FRIENDS 


Goofy will show up between stages to tell 
you how the chase is going. Other than 
him, you’re on your own! 





ENEMIES 


Each stage has different enemies for you to avoid. None of your 
enemies have names except for Big Bad Pete, but we’ll make up 
names for them in the Strategy Session. 


STRATEGY SESSION 


General Strategies 


Climb to the top of each stage, because many of the hidden 
items are in that area. You'll also stay away from the spikes and 
other dangers at the bottom of each area. 

Master the art of grabbing and throwing boxes. You should 
be able to easily throw a box in any direction to whack an 
enemy. Practice on the first Stage to get this tactic down pat. 

Remember that once something scrolls off the left side of the 
screen, it’s gone. Move slowly to the left and try to collect every 
Special Item you can before moving on to the right. 
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Stage 1-1: Mickey’s Hometown 


The big Dog is the first enemy you 
encounter. A well-placed Box will knock 
the Dog off the screen! You can also leap 
over the marching mutt if you don’t 
have a box with you. 





The walking Wolf shows up for the 
first time in this Stage. You'll spot him 
near the first building. He’s tall, so he’s 
hard to jump over. Throwing a box at 
him is the better way to get past. 





There are two tall buildings in this 
Stage. Jump up to the tops of the 
buildings to find White and Black Stars. 
These will add to your Star Point total! 





When you reach the end of the 
Stage, you'll see Goofy standing still 
and waiting for you. When you touch 
Goofy, you'll move onto the next Stage. 


(ove x31 F-02 2000) 





Stage 1-2: Shopping Center 


You'll encounter your first tough 
obstacle in this Stage. The fire 
hydrant spews out jets of water, 
and you have to hit the fire 
hydrant with two boxes to 
destroy it. Duck underneath the 
water jet, then quickly grab and 
throw a box at the hydrant. 
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Near the middle of the Stage, you'll 
find a jar of Magic Water. Touch it and 
then romp to the right, smashing through 
everything in your way! Don’t get too 
careless, or you'll be in trouble when the 
Water wears off. 





There are several White and Black 
Stars in the air near Goofy. Don’t touch 
the Goofmeister until you collect as 
many Stars as possible. 





Stage 1-3: Lake 


In this Stage, you take the controls of 
a radical powerboat! The most 
common obstacle will be the rocks in 
the water. Use the A button to jump 
over the rocks or you'll lose Hearts by 
smashing into them! 





The Special Items in this Stage 
float upward out of the water. Jump 
up to snatch them from the sky! 
There’s some Magic Water near the 
middle of the Stage that is extremely 
useful! 





When you see a fish, don’t jump. 
Let the fish jump out of the water, 
then motor underneath it to the right. 
The fish will arc over you and land | 
harmlessly to your left. 
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Stage 2-1: The Woods 


Watch out for the psycho flying 
squirrels and the rolling nuts! Run to 
the right quickly to avoid the 
squirrels. Jump over the nuts. Be 
especially wary of nuts when you’re 
jumping upward. 





The slithering, slimy snakes guard 
an area filled with boxes and Special 
Items. If you can get rid of the snakes, 
you'll have a safer time of collecting all 
the Items! 





There’s a large, spike-filled pit just 
before Goofy. You have to leap over the 
pit to reach Goofy and clear the Stage! 





Stage 2-2: The Snowy Woods 


At the beginning of the Stage, Goofy 
tells you that bears don’t notice 
people jumping onto their backs. 
Goofy’s right! You can leap onto a 
bear’s back and he’ll walk around 
without noticing you. 





The single blocks in this Stage 
start to fall toward the bottom of the 
screen when you jump onto them. 
The faster you jump off a single 
block, the safer you'll be! 
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Near the end of the Stage, huge 
snowballs will fly at you from the 
right side of the screen. There are 
three different ways to avoid the 
snowballs. You can jump over them, 
throw boxes at them, or walk into the 
crevices and let the snowballs fly 
harmlessly over you. 


Stage 2-3: Up The Mountain 


In this simple Stage, you steer Mickey 
as he floats upward with a bunch of 
balloons. Stay on the left side of the 
screen and you'll be able to collect all 
of the Crystal Balls to get an extra life. 





Stage 3-1: The Mountain 


In this Stage, you'll see a lot of prairie 
dogs. These furry critters are 
guarding their territory, but you’ve 
got to get through them! Throw boxes 
to knock them out of the way. 





About halfway through the Stage, 
you'll come to a tricky area where you 
must jump across several single blocks. 
Jump without pausing or you'll fall! 





—————————————————————————— 
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Once you're inside the mountain, 
you'll find jumping upward difficult. . 
When a block is directly above your 
head, walk to one side. When you're 
about to fall, jump upward. Then 
steer and land on the higher block. 
This is easier than it sounds, and 
you'll eventually get the hang of it. 
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Stage 3-2: The Run-Down Shack 


This Stage is filled with black bats 
and gross spiders! You can usually 
duck under the bats when they fly at 
you. Jump over the spiders or walk 
under them and you'll avoid them. 





Stage 3-3: Down The Mountain 


In this Stage, you have to jump from 
bird to bird as you descend the 
mountain. You can’t control the birds, 
but you can control Mickey when he Se 
jumps into the air. Grab whatever |feee x-s2 p-o2 oeco) 
Special Items. you,can, bufident go: ne et 
out of your way or you might fall! 


Stage 4-1: Industrial Area 


There are so many boxes in this Stage 
that you'll have to grab and throw 
them to get them out of your way! 
Stay as high on the screen as you can, 
because the bottom of this area is 





lined with deadly spikes. 
=2. RRAABARA SAAR ARRAG LEA 
Stage 4-2: The Factory a ares ep: : verse 


SSeS REE BE 


The conveyor belts move in one direction, 
so you'll have to run in the opposite 
direction to counteract the belt. Jumping 
along the belt will move you along even §& 
faster. 





Stay clear of the moving gears and 
other moving parts. They’re all harmful to 
Mickey! You can throw boxes at the gears 
to knock them out of your way. 
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Stage 4-3: Driving To Town 


Another neat Stage. This time, you’re 
driving a car! Use the A button to 
jump from ledge to ledge. Don’t hit 
the cars being driven by the nasty 
Wolves! 





When you come to the bridge, 
get ready for a series of tricky jumps 
across falling blocks. Stay near the 
left side of the screen to give yourself 
the most time to react. 





[vey x-a9 P-01 0000) 





Stage 5-1: 
The Business District 


To get past the bouncing tires, 
just run underneath them. 
Getting through the bouncing 
barrels is harder. Don’t jump 
over them; instead, jump 
underneath them as they bounce. 
It’s a tight squeeze, but you can 
make it! 


Stage 5-2: Up The Building 


This Stage automatically scrolls 
upward. You have to keep 
jumping upward onto high 
ledges to keep from falling off the 
bottom of the screen! Stay near SSS — 
the right side of this Stage to find [feee x=s21 P-e0 2000) 
the Crystal Balls. Don’t ju? weea\—__—|—|=|===== 
back and forth too much or you'll 
be hit by a falling flowerpot! 
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Stage 5-3: Big Bad Pete 


When Big Bad Pete runs onto the 
screen, he’ll throw a big ball at 
you. Jump over the ball and 
you'll avoid it. Keep moving to 
the right to gather all of the Black 
and White Stars. Soon, you'll trap 
Pete against the right side of the 
screen. See The Secrets to find 
out how to beat him! 





SHH... THE SECRETS 


Defeating Big Bad Pete 


You'll find a strange-looking box near Pete. You can grab boxes 
out of this strange box to throw at Pete. There’s an endless 
supply of boxes to be had, so keep grabbing and keep throwing! 


lees «=S1 





When Pete jumps toward the box, move to the left side and 
let him bounce around. When he returns to the right, return to 
the strange box and resume throwing. You have to hit Pete eight 
times to defeat him. Then run to the right and get your present! 
Congratulations! 
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Pac-Man 


# PLAYERS 


Site Lage SF? MATICC LID. 





Distributor: Namco 
Game Type: Arcade Action 


WHAT’S GOING ON? 

That seemingly ancient dot-eater, Pac-Man, is back, and this 
time he’s on the Game Boy! Control Pac-Man through a maze 
filled with dots while avoiding ghosts. Eat the power pills and 
you can gobble the ghosts! Don’t get cornered, though, or it’s 
game over! 


PLAYERS 


Pac-Man is for one or two players. The two-player mode 
requires two game Boys, two Pac-Man Game Paks, and the 
Game Link cable. 
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SCORING 


Each maze is filled with dots. For every dot you gobble down, 
you score 10 points. The four large dots in the corners of the 
maze are Power Pills. These dots are worth 100 points, and 
when you eat them, you'll be able to eat the ghosts for a short 
time. The first ghost is worth 200 points, the second 400, the 
third 800, and the fourth 1600 points! 

Fruits randomly appear below the ghost box in the center of 
the maze. Eat these fruits for points. The higher the level of the 
maze you're in, the more the fruit is worth. 


LIVES AND CONTINUES 


You start with three lives. Every time you're touched by a ghost, 
you lose one life. Lose all three lives and the game is over. You 
can earn an extra life when you score 10,000 points. There are no 
continues; when all your lives are gone, the game is over. 


CONTROLS 


NY (oxere 
Pac-Man 


Pause 
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WEAPONS 


Your “weapons” are the Power 
Pills. Eat them to gain 
temporary safety from the 


ghosts. If you eat a ghost, it will 
return to the box in the center of 
the maze and re-form. 





SPECIAL ITEMS 


None. 


FRIENDS 


Ms. Pac-Man is Pac-Man’s friend, but she’s got her own game. 
Pac-Man is on his own. 


ENEMIES 


The four ghosts are named 
Inky, Blinky, Pinky, and 
Clyde. They'll pursue Pac- 
Man with a vengeance! 





STRATEGY SESSION 


General Strategies 

Your first task is to decide whether you 
prefer the full screen (which shows part 
of the maze at a large size) or half screen 
(which shows the entire maze at a small 
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size). We prefer the full screen 
simply because we can’t see the half 
screen! However, you can’t see all 
the dots on the full screen, which 
means you have to search around 
for a while. If your eyesight is sharp 
enough, try the half screen. This 
way, you can see all of the dots in 
the maze at all times. 

Remember to run through the 
tunnel if ghosts are on your tail. You 
will pass at full speed through the 
tunnel, but the ghosts will be 
reduced to half speed, and they’ll 
fall behind. 

Another way to ditch ghosts 
that are hot in pursuit is to make a 
series of quick turns. Ghosts can catch up in the straight sections 
of the maze, but they will lag behind when you’re cutting 
around corners. 

As you advance into the higher levels, the Power Pills will 
have less of an effect on the ghosts. Eventually, they'll only work 
for a moment, and then the ghosts will be hot on your trail 
again. In these levels, you should just stay away from the ghosts 
as much as possible, instead of leading them toward the Pills. 





Clearing The Maze 


One technique for clearing the maze is to divide the maze into 
sections. There are four sections in the maze: upper-left, upper- 
right, lower-left, and lower-right. Concentrate on eating the dots 
out of one section at a time, saving the Power Pill for last. Of 
course, you should run away from the section if you have to. 
When all four sections have been cleared, you’ve cleared the 
entire maze! 

Another technique is to run through the maze randomly, 
eating as you go and staying as far away from the ghosts as 
possible. This technique will take you longer to clear the maze, 
but it will also keep you safer from the ghosts. 


SHH... THE SECRETS 


Not a single secret for this game. Just gobble your way to fame 
and glory! 
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CHAPTER 20 


Prince of Persia 


ee ee, BF oe, BE ee: 


: PRINCESPERS|Q= 





Distributor: Virgin Games 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


When the Sultan of Persia left to 
fight a great war, he left his 
Grand Vizier, Jaffar, to rule the 
kingdom. The Sultan didn’t know 
that Jaffar was as evil as they 
come! Jaffar plans to steal the 
throne, but the Sultan’s daughter 
blocks his way. Jaffar gives the 
Princess an ultimatum—amarry him in an hour or be killed! 

You are a traveler from a faraway land, and you and the 
Princess are deeply in love. Jaffar knows of your affections and 
has thrown you into the Sultan’s dungeons. Now you have one 
hour to escape the dungeons, defeat Jaffar, rescue the Princess 
and become the Prince of Persia! 
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PLAYERS 


Prince of Persia is for one player only. 


SCORING 


There are no points to score in this game. Your goal is to play 
through all 12 levels, defeat Jaffar, and rescue the Princess before 
your time runs out! 


LIVES AND CONTINUES 


The row of triangles in the lower-left corner of the screen is your 
Strength Gauge. You start the game with three triangles in the 
Gauge. You can add more triangles by drinking certain potions. 

Every time you are hurt, you lose one triangle, or unit, of 
Strength. When you lose all your Strength, you have to return to 
the beginning of the level you’re currently playing. 

When you finish a level, you'll get a password that starts 
you from the beginning of the next level in order. Your time 
remaining is included within the password. For example, a 
password that starts you on Level 2 with 58 minutes left is much 
better than one that starts you with 45 minutes left. 


CONTROLS 


Jump Up, Climb Grab Onto Careful Step 
Onto Ledge Wall 


Jump 
Pause Forward 





168 


Prince of Persia 


WEAPONS 


At the beginning of the game, you have no weapon at all! In 
Level 1, you'll acquire a sword with which to fight the guards 
within the dungeons. Learning how to swordfight is a crucial 
skill! 


SPECIAL ITEMS 


There are potions placed around the dungeons. Some of these 
potions will restore your Strength Gauge, but others will hurt 
you or even kill you! Be careful what you drink... 


FRIENDS 


The Princess is your friend, and possibly your future wife, but 
you can’t propose until you get out of the dungeons and rescue 
her! 


ENEMIES 


Jaffar has placed guards in every level of the dungeon. In Level 
1, there’s only a single guard. Later levels have tons of guards! 

In addition to the guards, there are spikes concealed within 
the holes you'll see on the ledges. These spikes are deadly if you 
run into them! Use careful steps to move past the spikes. 

Watch out for the Slicers. These metallic menaces clamp 
together and will cut you in half! You can run past them or jump 
through them, but don’t get caught in them! 


STRATEGY SESSION 


General Strategies 


Once you learn the secret of swordfighting, you'll be slapping 
your forehead, going “Why didn’t I think of that?” At least 
that’s what we did! 
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So anyway, here’s the secret. Wait for the guard to approach 
you. When his sword and your sword overlap, press the A 
button to strike! You'll hit the guard and knock him backward. 
Wait for him to approach again, then strike again. Repeat the 
attack until the guard is defeated. Easy, right? 





It’s safe to lower yourself into 
spikes from a ledge. It’s also safe to 
go through spikes if you use careful 
steps to get through them. If you try 
to run through them, however, you'll 
get stuck—literally! 

Jump straight up when floor tiles 
are above you. You'll often knock 
down tiles that block hidden 
passages. 

Practice both your running jumps (to leap over chasms) and 
standing jumps. You should also practice jumping and grabbing 
onto walls, a skill that will be needed for your survival in the 
later levels! 

The action in Prince of Persia takes place in a series of 
rooms. Each level can have over 20 rooms to explore! It can get 
confusing when you’re going from room to room, so we’ve 
written the Strategy Session in a different format from our other 
chapters. For each new room you enter, you'll be given step-by- 
step directions on what to do. Keep following the list of 
directions, checking off each line as you move through the 
rooms. When you’ve completed all the steps, you’ll have 
finished the level! 





Level 1 


¢ Room 7: Drop into the lower-right figgeaies pen eestor renee 
corner and use careful steps to move ea epaiatialiais 
into the middle of the floor. A floor aueSe 


ialslatsiolx 
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tile will fall. Climb down the hole and drop into Room 14. 

¢ Room 14: Turn left and run into Room 13. 

¢ Room 13: Jump onto the left side of the pit and trip the 
pressure plate to open the gate into Room 12. 

¢ Room 12: Move into the lower-right corner and trip the 
pressure plate to open the gate into Room 11. 


¢ Room 11: Run left into Room 10. 
Don’t stop running because two floor 
tiles will fall out from under your 
feet! 





¢ Room 10: Trip the pressure plate on the right side of the pit to 
open the gate into Room 9. When you jump across the pit, don’t 
hit the pressure plate that closes the gate! If you do, return to the 
other pressure plate to get the gate open again. 


¢ Room 9: Move left into Room 8. 


¢ Room 8: Drop down to the sword 
and press Down on the controller to 
pick it up. You’re armed and 
dangerous! Move right into Room 9. 





¢ Rooms 9-14: Continue going to the 
right until you reach Room 15. 


¢ Room 15: Your first guard! Since 
you’ve got your sword, you'll 
automatically draw it out. Use the 
swordfighting technique described in 
the General Strategies to kick this 
guard’s butt and leave him flat on his 
face. Run right into Room 16. 





¢ Room 16: Climb up to the single 
floor segment and the door will 
open. Go through and you'll have 
completed your first Level! 
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mal BAIPIEIE 
¢ Room 21: Run left into 
onan PaValkaliolsibetatatyietis 


¢ Room 20: Defeat the [on 
guard and move left into 
Room 19. 

¢ Room 19: Drink the Potion, then 
climb up to the middle ledge. Use 
careful steps to get past the spikes 
and move left into Room 18. 

¢ Room 18: Climb up to the higher 
ledge on the right side. Jump over to 
the single ledge on the left, and grab 
on to the ledge when you jump. Climb up into Room 16. 

¢ Room 16: Move left into Room 15. 

¢ Room 15: Defeat the guard and walk left. You'll spring the 
pressure plate that opens the gate to Room 14. 

¢ Room 14: Drop down to the Potion and take a swig, then walk 
left into Room 13. 

¢ Room 13: Carefully step into the spikes against the wall, then 
climb the wall and defeat the guard. Walk left into Room 12. 

¢ Room 12: Drink the Potion on the 
right side of Room 12 to restore one 
bar of the Strength Gauge. Don’t 
drink the Potion on the left or you'll 
lose one bar of Strength! Climb up 
the wall and walk left into Room 11. 

¢ Room 11: Jump over the pit and 
defeat the guard, the walk left into 
Room 10. 

¢ Room 10: Climb up into Room 4. 

¢ Room 4: Carefully step through the spikes and climb up to the 
Potion. Drink it to increase the Strength Gauge by one bar! 
Return to the right, climb down into the spikes, and climb down 
into Room 10. 

¢ Rooms 10 and 9: Move left into Room 8. 

¢ Room 8: Jump up and hit the floor tile on the left to make it 
fall. Climb up into Room 2. 

¢ Room 2: Climb to the highest ledge on the right. Jump across 
to the small ledge on the left. You'll land on a pressure plate that 
opens the door in Room 3. Jump back across to the right (grab 
onto the wall) and walk right into Room 3. 

¢ Room 3: Go through the door to finish the Level. 
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Level 3 


¢ Room 15: Walk right into Room 16. SRISETED ia 


¢ Room 16: Climb up two ledges, 
then leap to the right. Walk to the 
right and climb up into Room 8. 

¢ Room 8: Climb up to the highest 
ledge, then leap to the right and into Room 9. 

¢ Rooms 9, 8 and 7: Leap over to the farthest ledge on the right 
to trip the pressure plate. Now quickly run to the left, from 
Room 9 to Room 6. If you take too long, the gate in Room 6 will 
close and you'll have to return to this Room to hit the pressure 
plate again. 





¢ Room 6: Leap just before you fall 
off the edge. Grab onto the wall 
below the open gate or you'll fall 
onto the spikes! Climb up the wall 
and walk left into Room 5. 

PAUSE 





¢ Room 5: Drink the Potion in this Room, then walk left into 
Room 4. 

¢ Room 4: Climb onto the ledge next to the gate to trip the 
pressure plate and open the gate. Walk left into Room 3. 


¢ Room 3: It’s a Slicer! There are two 
ways to get past a Slicer; run past it or 
jump through it. We prefer to run 
through it, because it’s easier to get 
the timing right. If you aren’t perfect 
when jumping through a Slicer, you’re 
dead! Once you get past the Slicer, 
climb down into Room 11. 





¢ Room 11: Run all the way to the right to trip the pressure plate 
and open the door below you Then move up and right to return 
to Room 4. 


¢ Room 4: Climb down the ledges on the right side. When you 
drop down to the pile of bones, it will spring to life and become 
the ghost of a guard! The ghost can’t be killed by normal means. 
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The only way to beat it is to drive it off the ledge with repeated 
sword blows. When the ghost falls off the ledge, climb down 
into Room 12. 


PAUSE 





¢ Room 12: The ghost is back! This 
time, drive him to the left so that he 
falls into the pit. This is the last time 
you'll have to fight him—we 
promise! Move left into Room 11. 

e Room 11: Go through the door to 
finish the Level! 





Level 4 
¢ Room 5: Walk to the right [1[2[3l4 [| si 7) 3]9 ole 
to trip the pressure plate, fishiahshishiziia [rylzolzifg2 
which opens the left gate. Be [24 
Walk left into Room 4. 
¢ Room 4: Drop onto the pressure plate in the lower-left corner 
of Room 4, then walk right and climb down to Room 15. 

¢ Room 15: Walk left to Room 14. 

¢ Room 14: Defeat the guard, then trip the pressure plate to 
open the left gate. Jump across the pit and run (don’t walk) left 
into Room 13. You need the running start. 

¢ Room 13: Jump to the left and grab the wall. Climb up the 
ledge and walk left to trip the pressure plate. Climb up into 
Room 2. 

¢ Room 2: Jump up and hit the ledge to make a single floor 
plate fall. Climb up to the open gate and walk left into Room 1. 

¢ Room 1: Run past the Slicer and drink the Potion, then return 
to the right (past the Slicer again) into Room 2. 

¢ Room 2: Move down into Room 13. 

¢ Rooms 13, 14, 15 and 16: Move right to Room 17. Drink the 
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Potion in Room 16 along the way. 

e Room 17: Move past the Slicer and defeat the guard. Drink the 
Potion after fighting the guard to restore your Strength Gauge. 
Move right into Room 18. 

* Room 18: Climb up the wall into Room 7. 

¢ Room 7: Move right into Room 8. 

¢ Room 8: Move right into Room 9. Watch out for the well- 
concealed spikes near the right side of the room (look for little 
white dots on the floor; this is where the spikes will come out). 


PAUSE 





¢ Room 9: Defeat the guard and move right into Room 10. 

¢ Room 10: Drink the Potion and move right into Room 11. 

¢ Room 11: Move right into Room 12. 

¢ Room 12: Climb down to the ledge with the Slicer, then move 
past the Slicer and walk left into Room 11. 

¢ Room 11: Walk left and trip the pressure plate, then return to 
Room 12. 

¢ Room 12: Move past the Slicer again, climb up to the high 
ledge, and move left into Room 11. 

¢ Room 11: What's this? A mirror is blocking the path to the left. 
To get past the mirror, get a running start and jump into the 
mirror. You'll fly through the mirror, and a “mirror image” will 
run off the right side of the screen. He’ll come back to “haunt” 
you in later levels! 


Fors} ee OF 





“PAUSE 
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¢ Room 10: Move left into Room 9. 
* Room 9: Go through the door to finish the Level. 


Level 5 a 
¢ Room 12: Walk left and trip the lalalals 


ioe plate, then walk right into lal 7 lato hoknhala 
alii 7 


¢ Room 13: Climb up to the guard 
and defeat him in combat, then climb 
up into Room 4. 

¢ Room 4: Climb up and walk right into Room 5. 
¢ Room 5: Jump past the two Slicers. = 
When it looks like you'll have a clear 
path to the Potion, your mirror image 
will run onto the screen, drink it, and 
run away! What a jerk! Return to 
Room 4. 

¢ Room 4: Move left into Room 3. 

¢ Room 3: Walk to the end of the 
ledge, face right and climb down the 
ledge. You'll fall into Room 12. 

¢ Room 12: Drink the Potion here, then turn left and jump 
across the gap (grab onto the ledge and climb up). Move left into 
Room 11. 

¢ Room 11: Defeat the guard, then walk left into Room 10. 

¢ Room 10: Another guard! Beat him bad and move left into 
Room 9. 

¢ Room 9: Climb down to the Potion and drink it, then climb 
down to Room 16. 

¢ Room 16: If you still need to refill the Strength Gauge, jump 
through the Slicer and drink the Potion. Then return to the left 
and climb back up to Room 9. 

¢ Room 9: Move left into Room 8. 

¢ Room 8: Get across to the left side 
of the pit before you start fighting the 
guard. Otherwise, you'll never be 
able to defeat him. When you kill the 
guard, move left into Room 7. 

¢ Room 7: Move left into Room 6. 

¢ Room 6: Go through the door to 
finish the Level. 
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peo HAIRIAEIFIe 
¢ Room 6: Trip the pressure plate to open #BIBITO ET {2 
the gate and move left into Room 5. ie 

¢ Room 5: Move left into Room 4. Use 
careful steps to get past the well- 
concealed spikes. 

¢ Room 4: Jump over the pit and carefully step to the left into 
Room 3. 

¢ Room 3: Get onto the left side of the pit and defeat the guard. 
Move left into Room 2. 

¢ Room 2: Move left into Room 1. 

¢ Room 1: Trip the pressure plate at the edge of the pit and 
move back into Room 2. 

¢ Room 2: Get a running start to the 
left and continue running into Room 
AP 

¢ Room 1: Leap across to the left and 
grab onto the ledge. Your mirror 
image will close the gate! Let go of 
the ledge and you’ll plummet into 
Level 7! 








Level 7 


This Level has several different paths, 
depending on what you want to do. 
The walkthrough is written in three 
sections to guide you through the 
different paths. Look at The Secrets 
for a shortcut through this Level. 





First Path 


¢ Room 5: As soon as you “drop in,” 
grab onto the ledge and climb up. 
Jump across the gap to the right, grab ° 
onto the wall, climb up, and move 
right into Room 6. 

¢ Room 6: Defeat the guard and move 
right past the Slicer into Room 7. 

¢ Room 7: Move right into Room 8. 
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¢ Room 8: Jump up and knock one of the floor tiles down. 
Climb up into Room 1. 

¢ Room 1: Run past the Slicer to the right. Move right into Room 2. 
¢ Room 2: Defeat the guard and move right into Room 3. 

¢ Room 3: Drink the potion, then climb down into Room 10. 

¢ Room 10: Move right into Room 11. 
¢ Room 11: Get a running start to the 
right. When you hit the pressure 
plate that opens the gate on the right, 
jump over the second pressure plate 
(which closes the gate). After you 
land, move right into Room 12. 

¢ Room 12: Walk to the edge of the 
floor, turn around and face left, then 
climb down the wall and drop to the 
lower ledge. Move left into Room 11. 

¢ Room 11: Jump over the pressure plates in the middle of the 
room and move left into Room 10. If you hit the pressure plate 
that closes the gate, you'll have to return to Room 12 and drop 
down into Room 20. If this happens, skip to the Second Path 
guide below. 

¢ Room 10: Get a running start to the left and leap across to the 
left. Grab onto the ledge and climb up. Move left and the gate 
will open. Climb up and move left into Room 9. Skip to the 
Third Path below. 





Second Path 


¢ Room 20: Move left into Room 19. 

¢ Room 19: Carefully step into the first pit, then grab onto the 
wall to avoid being skewered. Pass the second pit with this 
technique. Move left into Room 18. 

¢ Room 18: Carefully step through the spikes and move left into 
Room 17. 

¢ Room 17: Climb up into Room 9. Skip to the the Third Path 
below. 


Third Path 


¢ Room 9: Climb up to the guard and defeat him, then move left 
into Room 8. 

¢ Room 8: Climb down to the lowest ledge and move left 
through the Slicers into Room 7. 

¢ Room 7: Move left into Room 6. 
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¢ Room 6: Move left into Room 5. 

¢ Room 5: Drink the Potion. Move to the edge of the floor, face 
right, and climb down. Let go to drop into Room 13. You'll take 
one triangle of damage. 

¢ Room 13: Run left to trip the 
pressure plate, then run right to trip 
the second pressure plate and open 
the door. Move right into Room 14. 

¢ Room 14: Move right into Room 15. 
¢ Room 15: Make the floor tiles fall 
and drink the Potion to increase the 
Strength Gauge by one triangle, then 
return to Room 13. Go through the 
door to end the Level. 





Level 8 
¢ Room 3: Climb up to the ledge [iguayueuar Pt 
and walk left into Room 2. He Se ra reomr 
¢ Room 2: Defeat the guard, ees ig 
then run to the left and jump 
over the gap. Move left into 
Room 1. 

¢ Room 1: Climb down to the Potion and drink it, then leap 
across to the ledges on the left, grabbing hold if you need to. 
Climb down into Room 8. 

¢ Room 8: Run past the Slicer into Room 9. 

¢ Room 9: Carefully step through the spikes and move right into 
Room 10. 

¢ Room 10: Move right into Room 11. 

¢ Room 11: Carefully step through the spikes and move right 
into Room 12. 

¢ Rooms 12, 13 and 14: Move right into Room 15. 

¢ Room 15: Defeat the guard and move right into Room 16. 

¢ Room 16: Carefully step into the spikes, then climb up to the 
potion and drink it. Climb back 
down into the spikes and move right » 
into Room 17. 

¢ Room 17: Move right into Room 18. 

¢ Room 18: Leap across to the ledges 
on the right, grab on to the ledge, and 
climb up. Jump back across to the 
higher ledge on the left (once again 


29 
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grabbing on to the ledge). Climb up into Room 7. 

¢ Room 7: Drink the Potion, then climb back down to Room 18. 
¢ Room 18: Move left into Room 17. 

¢ Room 17: Defeat the guard, then run left and jump over the 
gap to move into Room 16. 

¢ Room 16: Run through the two Slicers and move left into 
Room 15. 

¢ Room 15: Get a running start and leap across the gap, 
grabbing onto the wall. Climb up and go left into Room 14. 

¢ Room 14: Climb up to Room 5. 

¢ Room 5: Swig the Potion, then climb back down to Room 14. 

¢ Room 14: Get another running start and leap to the left. The 
floor tile you land on will break, so grab onto the wall and pull 
yourself up. Move left into Room 13. 


¢ Room 13: Run past the Slicer and 
defeat the guard. Jump over the 
pressure plate when you move left 
into Room 12. 





¢ Room 12: Leap across to the gate PAUSE 

(you'll hit the pressure plate as 

you're running), hang on, climb up, and head left into Room 11. 
¢ Room 11: Run past the two Slicers and move left into Room 10. 
¢ Room 10: Touch the pressure plate and the door will open. 
You’re almost there! Run back to the right and leap before you 
go off the screen. You'll leap through the two Slicers in Room 11. 
¢ Room 11: Move right into Room 12. 


¢ Room 12: The gate’s closed! Are 
you trapped? Nope, just stand next to 
the gate and wait. A mouse will crawl 
onto the screen from the right and hit 
the pressure plate, opening the gate 
for you! That’s one cool rodent! Drop 
down into the lower tunnel and move 
left into Room 11. 





¢ Room 11: Carefully step through the spikes and move left into 
Room 11. 
¢ Room 10: Go through the door to finish the Level. 
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Level 9 


¢ Room 23: Move left into Room 22. 

¢ Room 22: You'll trip a pressure plate 
as you run toward the Slicer. Jump 
through the Slicer and into Room 21. If 
you don’t jump over the Slicer, you'll 
hit a pressure plate that closes the gate. 
¢ Room 21: Climb up into Room 17. 

¢ Room 17: Jump across the gap to the right. Move right into 
Room 18. 

¢ Room 18: Move right into Room 19. 

¢ Room 19: Run past the Slicer and defeat the guard, then move 
right into Room 20. 

¢ Room 20: Drink the Potion on the high ledge, then climb up 
into Room 13. 

¢ Room 13: Climb to the high ledge, then move right into Room 
14. 

¢ Room 14: Defeat the guard, then jump across to the single 
ledge to land on the pressure plate. Jump back to the left and 
move left into Room 13. 

¢ Room 13: Walk left through the gate, but jump over the 
pressure plate under the gate. 

¢ Room 12: Climb up into Room 6. 

¢ Room 6: Jump over to the single ledge to open the gate, then 
move through the gate to the left into Room 5. 

¢ Room 5: Defeat the guard and move left into Room 4. 

¢ Room 4: Drink the Potion in the lower-right corner, then 
return to the upper-left ledge and run 
left into Room 3. 

e Room 3: Keep running and jump to 
the single ledge on the left. Grab on 
and you'll open the gate below you. 
Drop to the ground and move left 
into Room 2. 

¢ Room 2: Jump up to the Potion by 
breaking the floor tiles in the upper- 
left. Move left into Room 1. 

¢ Room 1: Drink the Potion to increase , the Strength Gauge by 
one triangle. Move right into Room 2. 

¢ Room 2: Climb down into Room 8. 

¢ Room 8: Climb down into Room 16. 


“Tailed 
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¢ Room 16: Run past the Slicer to trip 
the first pressure plate. Move left and 
trip the second pressure plate. Return 
to the right and climb onto the ledge 
above the Slicer. Move right into 
Room 17. ce 
¢ Room 17: Defeat the guard and PRISE 
walk right into Room 18. 

¢ Room 18: When you hit the 
pressure plate, the door will open! Climb down the ledge and 
drop to the floor, then go through the door to finish the Level! 





Level 10 ey l2lalals 
¢ Room 8: Drop to the floor and trip the lsl7laloholnhalis 
Ha 


pressure plate to open the two lower 
gates. Move right into Room 9. 

¢ Room 9: When you walk into the 
room, a floor tile will fall directly in 
front of you and you'll draw your 
sword. You'll have to fight the guard 
with a gate to your back and a pit in 
front of you! Defeat the guard and 
move right into Room 10. 

¢ Room 10: Don’t climb up to the 
guard; instead, move right into 
Room 11. 

¢ Room 11: Climb up to the ledge 
with the two Slicers. You must jump 
past both Slicers and the pressure 
plates between the Slicers to make it 
into Room 12. Get a running start, but 
don’t run into the first Slicer! If you 
make the jump, you'll be in Room 12. 
¢ Room 12: Climb up to the left side of the Slicer, then turn to 
the left and jump straight up to knock a floor tile down. Climb 
up into Room 4. 

¢ Room 4: Move left into Room 3. 

¢ Room 3: Move left into Room 2. 

¢ Room 2: Run through Room 2. The 
floor tiles will fall out from under 
you. When you hit the wall, you'll 
drop into Room 10. 
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¢ Room 10: Move left into Room 9. 
¢ Room 9: Drink the Potion and move left into Room 8. 

¢ Room 8: The upper gates will now be open, so go through the 
upper-left gate into Room 7. 

¢ Room 7: Defeat the guard, then climb up into the space just to 
the right of the gate. You'll enter Room 1 and trip the pressure 
plate to open the gate. Drop back into Room 7 and move left into 
Room 6. 

¢ Room 6: Run to the left side of the 
ledge to walk on the pressure plate 
and open the door. Return to the right 
side of the ledge, climb down and 
drop to the floor. Defeat the guard and 
pass through the door into Level 11! 





Level 11 : 
¢ Room 6: Move right into Room 7. lsl7lalohotshahiahe 
¢ Room 7: Get a running start toleap [RET RRRRy TE [9 
across to the right, grab onto the 
wall, and climb up. If you fall, run to the Potion and drink it, 
then return to the high ledge and jump across. Move right into 
Room 8. 

¢ Room 8: Run past the Slicer and defeat the guard. Then knock 
down a floor tile near the Slicer. Climb up into Room 3. 






¢ Room 3: Make one careful step to 
the left, turn to face right, and drink 
the Potion, then climb back down to 
Room 8. 


¢ Room 8: Move right into Room 9. 

¢ Room 9: Knock down the floor tile 
in the upper-left corner and climb up 
into Room 4. 

¢ Room 4: Run to the right, causing all the floor tiles to fall. 
You'll eventually fall back into Room 9. : 

¢ Room 9: Run to the left and trip the pressure plate to open the 
gate (if it’s closed), then go through into Room 10. 

¢ Room 10: Move right into Room 11. Don’t stop running, 
because the floor tiles will fall out from under you. 

¢ Room 11: Climb up to the high ledge and defeat the guard, 
then get a running start to the right and leap into Room 12. 
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¢ Room 12: You'll jump over some spikes and land on a floor 
tile that falls. Grab onto the wall, climb up, and move right into 
Room 13. 

¢ Room 13: Climb up to the guard and defeat him, ther. move 
right into Room 14. 

¢ Room 14: Run all the way to the 
right and a floor tile will fall. Climb 
down to the pressure plate and walk 
on it to open the door. Move left into 
Room 13. 

¢ Room 13: Move left into Room 12. 

¢ Room 12: Go through the door. it’s 
time for the final Level! 





Level 12 qlee 
The final Level is actually broken up into three Eley. 
parts. Part One is a pretty typical Level (except (alohorn 
with no guards). Part Two is the encounter with Haka 
Jaffar. Part Three is finding the Princess. Spee 


mie 





Part One 


¢ Room 17: Move right into Room 18. 

¢ Room 18: Climb up two ledges, then move to the right side of 
the ledge and start climbing up again into Room 16. 

¢ Room 16: Climb up into Room 13. 

¢ Room 13: Turn to the right and jump straight up to knock 
down the first floor tile. Climb up to the ledge and carefully step 
to the left until the second floor tile falls. Turn to the right, get a 
running start, and leap to the right. Grab onto the wall, pull 
yourself up, and walk right into Room 14. 
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¢ Room 14: Climb up into the narrow shaft and knock down a 
floor tile. Climb up into Room 11. 

¢ Room 11: Carefully step off the left side of the screen into 
Room 10. 

¢ Room 10: Jump to the left and grab onto the wall. Climb up to 
the long ledge and run to the left, into Room 9. 

¢ Room 9: Leap to the left at the end of the ledge to land on the 
small ledge to the left. Climb up into Room 6. 

¢ Room 6: Climb up into Room 3. 

¢ Room 3: Face to the right and jump. You'll fall off the screen 
into Room 6. 

¢ Room 6: Grab onto the ledge as you fall. Pull yourself up and 
run to the right into Room 7. 

¢ Room 7: Run until you are safe on the ledge in the middle of 
the room. Climb up into Room 4. 


¢ Room 4: Jump up and strike the 
three floor tiles above the ledge you’re 
standing on. Climb up to the ledge on 
the right, then leap over to the left. 
Grab onto the ledge, pull yourself up, 


and move left into Room 3. a 
PAUSE 





¢ Room 3: Climb up to the sword. Your mirror image will 
appear, take the sword, and be ready to swordfight with you! 
Instead of fighting, push Down to put away your sword. Your 
mirror image will carefully step toward you and merge with 
you. You’re okay! Move left into Room 2. 


>>>Pr DP 730 
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¢ Room 2: What now? There’s nowhere to go! Actually, there is. 
Run to the left and floor tiles will start appearing underneath 
you! Continue to the left until you enter Room 1. 





PAUSE PAUSE 


¢ Room 1: Jump to the left to land on the lower ledge. Walk to 
the left to finish this part and get a password. 


Part Two 


You can move off the right side of Room 5 and 
go back into Part One, but that would be 
kinda dumb considering you’re here to kill 
Jaffar, not backtrack to stuff you’ve already 
seen. Go forward, move ahead! 

¢ Room 5: Move left into Room 4. 

¢ Room 4: Move left into Room 3. 

¢ Room 3: Climb up into Room 1. 

¢ Room 1: Climb up to the highest ledge, then jump right into 
Room 2. 

¢ Room 2: It’s the Grand Vizier 
himself! Run to the right and stop 
after the floor tile falls from under 
you. Jaffar is very fast, so strike him 
hard! When you beat Jaffar, the door 
in Room 4 will spring open. Move left 
into Room 1. 

¢ Room 1: Go through the door. 








Part Three 


You don’t need a map for this section 
of the game. Run to the right and trip 
the pressure plate, then keep going to 
the left until you find the Princess 
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and are happily reunited! Congratulations, you’ve won the 
game! 


SHH... THE SECRETS 


Passwords 


Here are passwords to take you through the first half of the 
game. We'll leave the second half to be explored by you. 


Level 2: 06769075 
Level 3: 24613065 
Level 4: 99116015 
Level 5: 53004005 
Level 6: 46308135 


Level 3 Potion 

There’s a very difficult-to-reach Potion in this Level. When you 
enter Room 9, jump to the right into Room 10. Jump into the 
roof to open the way to Room 1, then walk right into Room 2. 
You have to pass three Slicers to get to the Potion, and you have 
to pass the Slicers again to get out of the room! 


Level 5 Potions 


There are two restorative Potions hidden in Room 1, but you 
should avoid going for them. If you aren’t fast enough, you'll be 
trapped in the area of the Potions, with gates blocking every 
route of escape! 
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The Punisher 





Distributor: Acclaim/LJN 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Frank Castle is a former U.S. Marine 
who was forever changed when his 
family was killed by the mob for » § 
witnessing a crime. Castle went aE 
underground and swore to dispense | SUN7SHED- rhe) "= 
his own style of justice to criminals. | PROTECTED --- 

With an arsenal of weaponry and 
years of combat experience, Castle is now seeking out the drug 


dealer Jigsaw to give him the “Punishment” he deserves! 





PLAYERS 
The Punisher is for one player only. 
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SCORING 


You score points for every punk you plug. The more dangerous 
the punk, the more points you score. 

When you reach the end of a mission, you receive bonus 
points. The more accurate you were at killing enemies, the 
higher your bonus score. If your hit rate is 85% or more, you'll 
earn additional bonuses. 


Hit Rate Bonus 

85% Health Bonus 

90% Ammo Bonus 

95% Grenade Bonus 

100% 1-Up Bonus 
LIVES AND CONTINUES 


You start the game with five lives. Each life has a Life Bar in the 
lower-left corner of the screen. When thugs are shooting at you, 
your Life Bar will decrease. If the Life Bar runs out, you lose a 
life. 

There are no continues in The Punisher. You’ve got to make 
it through all five levels without losing all your lives! 


CONTROLS 


Aim : Throw Grenade, 


Fire Rocket 
Launcher 


Crosshairs 


laine 


Pause Weapon 
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WEAPONS 


You start the game armed with a machine gun (with five ammo 
clips) and three hand grenades. You'll find power-ups along the 
way that will enhance your weaponry. 

The Ammunition Clip adds one clip to your supply. 

The Grenade adds one hand grenade to your supply. 

The Machine Gun Upgrade makes your machine gun fire 
faster. 

The Rocket Launcher gives you three very powerful 
missiles that are fired by pressing B (which is normally used to 
throw hand grenades). 


SPECIAL ITEMS 


The 1-Up gives you one additional life. 

The First Aid restores half of your Life Bar. 

The Kevlar Vest protects you against half of the damage 
that you would normally take. 


FRIENDS 


Spider-Man will assist The 
Punisher in his search for 
Jigsaw. Listen to what Spidey 
has to say (and go check out 
Spidey’s own game, The 
Amazing Spider-Man, for the 
Game Boy). 

Phere -/"atermueannocent 
bystanders in each level. If you 
hit a bystander, you'll lose half of your Life Bar. If your Life Bar is 
less than half full, you’ll die! Remember The Punisher’s motto: 
“The innocent must be protected...the guilty must be punished!” 





ENEMIES 


Jigsaw has his gunmen waiting for you in each of the game’s 
five levels. Blast them as soon as they appear on the screen. 
When they start firing, your Life Bar starts going down! 

At the end of each level, you'll have to fight a super-strong 
Boss. Sometimes the Boss is a human, other times it’s a vehicle, 
but the Boss is always tough to defeat! 
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STRATEGY SESSION 


General Strategies 


Shoot sparingly. One bullet is enough to take out all but the 
Bosses. If you hold down the button and rapid-fire, you'll waste 
ammo and risk hitting innocent bystanders. 

Save your powerful weapons for the Bosses. A few hand 
grenades always come in very handy against the toughest foes. 

Some of the gunmen hide behind objects and duck out to 
attack you. For this reason, you’ve got to watch the whole 
screen, not just the right side. 


Mission One: The Mall = 


Shoot the windows of the stores in the i ry r? se. 
mall. You'll find some Special Items, but fag) jem 
you'll also find some gunmen. Blast them 
before they blast you! 





Don’t shoot the women pushing 
shopping carts, but do shoot the thugs 
hiding behind carts. You can usually hit 
them before they even begin to shoot at 
you! 





Escalators and elevators are crawling 
with gunmen. Shoot the bad guys as they 
come down the escalators onto the 


screen. 





When you’re at the end of the first 
half of The Mall (before Spidey appears 
on the screen), shoot the window for a 1- 
Up. Spider-Man will tell you about the 
Supermarket, and you'll go inside to 
save some hostages! 






a = 


7230 $3 eaten 
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When the gunmen in the Supermarket run onto the screen, 
go for the one that has the hostage, then go after the others. 
Spidey will swing down and rescue the hostage to take her out 
of harm’s way. 





The Boss is a big fat dude who can eat your bullets like 
candy! Aim for the big guy’s head and fire away. When he falls 
to the ground, unleash a grenade or two. You may lose a life or 
two to the fat man, but keep firing until he’s dead! 











Mission Two: The Docks 


The crates are the primary hiding spots for 
gunmen. Whenever a crate comes onto the 
screen, you’re almost guaranteed to find a 
gunman behind it. Watch them closely! 





The innocent bystanders in this 
Mission are the fishermen sitting at the 
edge of the water. Several of the gunmen 
will pop up next to fishermen, so watch 
your aim! 
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Shoot the oil drums for Special Items. 
- They hold almost all of the Items in this 
Mission (except for the gunmen who 
drop things when you shoot them). 








When the dock goes white, it’s time 
for the Boss, a huge yacht! Shoot the 
yacht as it moves back and forth on the 
screen. 





"= 2aso0 So¥°: 


Also shoot the gunmen that jump out 
of the hatch on the left side of the yacht. 
Take the time to shoot the drivers of the 
moving trucks when they drive onto the 
screen. Otherwise, they will pull guns 
and start blasting you! 





When you've devastated every inch of the yacht, it will 
blow up and you'll move on to the next Mission! 


Mission Three: The Airport 


Shoot theychanears)..in the 
background, along with any planes 
that scroll onto the screen. These 
locations are loaded with Special 
Items. 





The open doors in the hangars 
are dark, and the gunmen are 
hiding inside them. Shoot any 
open door you see to nail the 
gunman hiding inside. 
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The Boss is a huge helicopter! Aim for the front and rear of 
the chopper, along with both of the rotor blades. Blow up all 
these parts and you'll destroy it! 





Mission Four: The Jungle 


In most shooting galleries, ducks 
are what you want to shoot. In 
this game, you want to avoid 
shooting the ducks! They are the 
“innocent bystanders” in this 
Mission. Should that be innocent 
wildlife? 





Look for patches of weeds 
floating on the surface of the 
water. These patches are 
camouflaged gunmen who will 
rise from the water and start 
shooting once the screen scrolls 
to a certain point. 





Shoot holes in the big trees of 
the foreground to find a few 
Special Items. There won’t be 
that many in this Mission, so 
you'll need to be conservative 
with your ammo. 





The Punisher 


The Boss in this Mission hides underwater. When you see 
the water start to bubble, aim for the bubbles, because that’s 
where the Boss will pop out to attack you. Shoot him up and 
shoot up the gunmen who run out of the door on the right. Can 
you make it to the final Mission? 





Mission Five: The Caves 


Shoot the reels on the computers in the 
background, and the crates in the 
foreground, for Special Items. You'll need 
as much ammo as possible, because The 
Caves are teeming with enemies! 





Many of the gunmen in this Mission 
don’t have guns—they throw grenades! 
These guys are much more dangerous 
than the normal enemies, so concentrate 
on them first. 





When Jigsaw, the final Boss, drops 
onto the screen, several weapons drop 
with him. He will pick these weapons up 
and use them against you unless you 
shoot them and knock them off either 
side of the screen. Replacement weapons 
will drop down at regular intervals, so shoot them too. Defeat 
Jigsaw and you'll have completed your punishment! 





Shh... The Secrets 


No secrets in The Punisher. Just keep sharpening your aim and 
you'll be able to shoot your way through the game 
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CHAPTER 22 


Radar Mission 





Distributor: Nintendo 
Game Type: Action Strategy 


WHAT’S GOING ON? 


Take to the high seas in two completely different, yet fun and 
exciting, combat missions. First, engage in a strategic battle 
against an enemy fleet. Then test your reactions in a fast and 
furious battle to protect your ships while sinking the enemy’s! 


PLAYERS 


Radar Mission is for one or two players. The two-player mode 
requires two Game Boys, two Radar Mission Game Paks, and 
the Game Link cable. 


SCORING 


In Game A (Strategy), your goal is to destroy three successive 
waves of enemy ships (in the one-player mode) or to destroy 
one wave (in the two-player mode). Before the start of the game, 
you place your fleet on a square grid. Then you and your 
opponent take turns firing at the enemy grid. The first player to 
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sink all of the opponent’s fleet wins. (If you’re familiar with the 
board game Battleship, then you know exactly how Game A is 
played.) 

In Game B (Action), you’re in command of a submarine, and 
your goal is once again to destroy three waves of enemy ships 
(in the one-player mode) or one wave (in the two-player mode). 
This time, you scroll left and right and fire torpedos at passing 
enemy ships. If you encounter and sink the enemy submarine, 
you'll win the wave no matter how many ships you sunk. 


LIVES AND CONTINUES 


In Game A (Strategy), you start with a fleet of five ships. At the 
beginning of the second and third stages, you will have one of 
your destroyed ships repaired. If you have only aircraft left, 
your aircraft carrier will be repaired. If your fleet is completely 
destroyed, you lose. 

In Game B (Action), each stage has a different number of 
friendly and enemy ships. If you sink all the enemy’s ships 
before he sinks all of yours, you'll move to the next stage. 

There are no continues in Game A or Game B. Once you 
lose, you'll have to start over from the beginning. 


CONTROLS 


Direction Selection 
Pad os Button 


Selection 


> 
Pause Button 
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WEAPONS 


In Game A, you have no specialized weapon. You just choose a 
square to shoot at. If you shoot a white or black Lucky Star, 
you'll get a special attack on your next turn. If you found a 
White Star, your attack will hit five squares at once (9 squares on 
a 12 by 12 grid). If you found a Black Star, your attack will 
destroy the ship it hits and any ships touching it. 

In Game B, you have two weapons: torpedos and the Vulcan 
Cannon. Torpedos can sink both enemy ships and the enemy 
sub. The Vulcan Cannon is only effective on the enemy sub. 


SPECIAL ITEMS 


There are no special items in either Game A or Game B. 


FRIENDS 


This option doesn’t apply to Radar Mission. Even in two-player 
mode, you’re on your own! 


ENEMIES 


In Game A, you will go up against one of three computer 
opponents: Admiral Davis (easy), Colonel Olds (average), and 
Admiral Volcano (tough). 

In Game B, you choose one of three difficulty levels: 
Practice, Normal, or Hard. 


STRATEGY SESSION 


General Strategies 


As we mentioned before, Game A is 
practically a clone of the classic board 
game Battleship. There are a few new 
wrinkles, and we’ll mention those 
below. Otherwise, Game A is a simple 
strategy game. If you think things out 
in a logical way, you’re guaranteed to 
win. 
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Game B is a straightforward 
action contest. In the lower levels of 
difficulty, you should go for the ships. 
In the higher difficulty levels, you 
may find it easier to go for the kill of 
the enemy sub. 





Game A 


j There are several options you can set 
eiccaeeme| before the game begins. From top to 
a eee! §=§6bottom, they are: 


MESS 
LUCKY 
SH 


Grid. The size of the square grid 
can be set to 8 by 8, 10 by 10 or 12 by 
12. This is somewhat deceiving in the 
one-player game, because the grid 
size you set will only apply to the 
first stage. In the second and third 
stages, the grid will be 8 by 8. 

Aircraft. After a certain amount of turns, an aircraft will be 
launched from your aircraft carrier (if it is still afloat). This 
aircraft is only one square in size, so it’s hard to hit. The aircraft 
will fly around the carrier, so leave space around the carrier for 
the plane. 

Near Miss. If your shot is one square to the left, right, top or 
bottom of a ship, you'll see a large splash and hear a special 
beep. Near Miss is very helpful, but it’s almost cheating, so 
consider turning it off in a two-player game. 

Lucky Shot. This option is mentioned above in Weapons. 
We like the Lucky Shot option because it adds new interest to 
the otherwise old Battleship concept. Try it out and see if you 
like it. 

Of the three captains, only 
Admiral Volcano is a true challenge. 
Admiral Davis seems to just fire 
randomly, while Colonel Olds doesn’t 
have the killer instinct that Admiral 
Volcano has. Beat Admiral Volcano 
and you're an excellent player. 

When you're placing your ships, 
place them so that no two ships are touching each other. This is 
so the Black Lucky Shot doesn’t take out several ships at once. 
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If you have the Near Miss option on, spread out your shots. 
When you hear the beep of the Near Miss, concentrate on the 
area where you last fired. If you don’t have the Near Miss option 
on, concentrate your fire on one area of the grid at a time. 

Aircraft will take off from the carrier after the 15th turn (8 by 
8 grid), 22nd turn (10 by 10 grid) or 27th turn (12 by 12 grid). 
Consider yourself fortunate if your carrier (which is the biggest 
ship in the fleet) lasts that long! 





A friendly plane. The Enemy Base! 


In the third stage of the game, the enemy’s major base is 
seven squares long! It’s important to take it out before it 
manages to launch aircraft. 


Game B 


Keep your submarine underwater whenever possible. This will 
allow you to see all of the ships in the enemy fleet, and know 
which direction they’re going in. 


. SELECT POKER UP 


ST#ET nee 





Buy all of the power-ups at the start of the first stage. The 
only one that’s not vitally important to your success is the 
Power Sonar, but even that is quite helpful. 
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The key to sinking the enemy 
ships is to lead your torpedo fire. 
Shoot the torpedos ahead of the 
ships. The ships will then move 
into the torpedo’s path and be 
struck. Some ships take more 
torpedos than others, so stick 
with your target ship until it’s 
destroyed. 

If you’re going to try and sink the enemy ship, use your 
Vulcan Cannon and torpedos simultaneously to really pour on 
the firepower. A few volleys of these and your enemy will be 
sunk before he knows it! 





SHH... THE SECRETS 


FBEALLY JF 
There are no secrets 


for Radar Mission. 


Just practice until 
you're perfect! 
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CHAPTER 23 


RoboCop 





Distributor: Ocean 
Game Type: Arcade Action 





WHAT’S GOING ON? 
In the near future, Detroit is a city in lon tenunall 


chaos. The duty of law enforcement 
in Detroit is sold to OCP Security 
Concepts. When Officer Murphy is 
gunned down by heartless criminals, 
OCP takes his remains and turns him 
into a cyborg made of titanium steel 
and armed with a deadly rapid-fire pistol. Murphy still can’t 
forget the criminals who shot him, and so he begins to track 
them down...as RoboCop! 


PLAYERS 
RoboCop is for one player only. 
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SCORING 


You score points for every enemy or target you shoot. The more 
you shoot, the higher your score! Your ultimate goal is to make 
it through all ten levels and win the game. 


LIVES AND CONTINUES 


You have only one life in RoboCop. The Power Bar shows how 
strong you are. As you are hit by enemies and enemy bullets, the 
Power Bar decreases. If the Power Bar falls to nothing, the game 
is over. 

There is also a timer in the lower-right corner of the screen. 
This shows how much time left you have to finish the current 
level. If you run out of time, you'll lose all of your Power 
instantly and the game will be over. 

If you make it past the first level, and then lose your life, 
you will have the chance to continue from the beginning of the 
last level you reached. You have an infinite supply of continues. 


CONTROLS 


Move Fire 
RoboCop eee Weapon 


Pause Jump 
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WEAPONS 


Your main weapon is the rapid-fire pistol, which has an infinite 
supply of ammunition. There are three additional weapons that 
you can find during the game. These extra weapons have 
limited ammo. When you run out of ammo, your weapon will 
revert back to the rapid-fire pistol. 

The 3-Way fires three bullets in a simultaneous spread. 

Hi-Power fires huge bullets with much more strength than 
normal bullets. 

Manta destroys everything in its path! 


SPECIAL ITEMS 


The only Special Item in the game is Baby Food. Some criminals 
will drop Baby Food when you shoot them. Pick the Food up to 
restore the Power Bar. (Are you wondering why hardened 
criminals would be carrying around jars of Baby Food? So are 
we!) 


FRIENDS 


RoboCop is a loner. You’ve got to beat this game without any 
help. 


ENEMIES 


Dick Jones is the master behind the thugs who shot Murphy 
(and created RoboCop). You'll have to defeat him in Level 10. 
ED-209 is a huge law enforcement robot that protects Dick 
Jones in Level 6. 
There are many thugs to be found (and shot) in the other 
levels. Aim your gun and fire away! 


STRATEGY SESSION 


General Strategies 


Don’t rush through the levels too quickly. This will just get you 
into more trouble, since you'll encounter more thugs. Take your 
time and plug the thugs one by one. 
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Level 1 
On Patrol In Detroit 


The walking thugs can only shoot 
horizontally, so duck down and their 
bullets will pass harmlessly over your 
head. 





The thugs in the windows are 
quite dangerous if you shoot at them 
diagonally. They'll be able to return 
fire and hit you. The best way to 
shoot at them is from underneath, 
standing on the left side of the 
window. If you position yourself just 
right, the thug’s bullets will miss 
you, but you'll be able to shoot him. 





The black thugs will run at you 
and leap into the air! Duck under 
their kicks and shoot them in the 
back to dispose of them. 





A few of the thugs in this Level 
throw deadly grenades! Run away 
from the rolling grenades, or jump 
over them. If you’re really daring, 
you can shoot the grenades in mid- 
air, but this is for experts only. 





Look out for the bat-thugs! These 
thugs close in on you, swing their 
bats to do serious damage, and walk 
away. Shoot them before they get 
within swinging range! 
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Level 2 
Attack In Progress 
Rescue The Woman 


acini 


* 
+ 


The best place to aim for the thug is 
above the hostage’s head and to the 
left. You'll be able to nail the thug’s 
head if you aim carefully. When the 
thug starts moving to the right, don’t 
shoot. Hold your fire until he moves 
to the left (and reveals himself). 


« 
~ 





Level 3 
On Patrol 
Armed Criminals In The Street 


The barrels can be shot through with 
your rapid-fire pistol, or punched out of 
the way. You have to be right next to the 
barrel to punch it. 


Motorcycle thugs are the worst of the 
bunch! Duck down and shoot as rapidly 
as possible when a motorcycle roars onto 
the screen. With luck, you'll blow up the 
cycle before it reaches you! 





Level 4 
Identify Criminal Using Police 
Department Computer SEAncHING... 


The thug picture is random, so it will 
change from game to game. The best 
words of advice here are to really 
look closely at the individual parts of 
the thug’s picture. Some of the parts 
look exactly alike, but they’re not. 





Peaasea. GSR 
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Level 5 
Raid The Gang Hideout 


Use the elevators to get around in the 
hideout. Press Up and Down to ride 
along. You can stop an elevator before 
it reaches the top or bottom of the 
shaft, which comes in handy when 
dodging bullets. 


Level 6 
Arrest Dick Jones in OCP Offices 


When you go to arrest Dick Jones, the 
mysterious Directive 4 will prevent you 
from doing so. Dick will take your gun 
and leave you to fight ED-209 with your 
bare hands! 

Jump and punch ED-209 in the head 
to do damage. When ED-209 starts 
moving and then stops, run to the left to 
dodge ED’s gunfire. Then return to ED 
and start punching him again. When you 
do enough damage, ED will blow up and 
walk off the right side of the screen! 


Level 7 
Escape From OCP 


OCP is teeming with wall-mounted 
cannons and ceiling-mounted electric 
beams. The cannons can be shot, but 
you'll have to time your run past the 
electric beams. 


Level 8 
Recalibrate Your Gun 


This Level is a simple shooting gallery. It 
doesn’t matter if you hit or miss the 
targets. You’re just going for points. 
When you’re done with this breather of a 
Level, it’s back to some real action! 
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Level 9 
Rest In Junkyard 


ED-209 is waiting for you at the end 
of this Level, but this time you've got 
your gun! Jump up and shoot ED 
rapidly in the head (while staying out 
of ED’s gun range). It will only take a 
few shots to destroy ED and open the 
way to the final Level! 





Level 10 


Present OCP Board Of Directors With Evidence Against Dick 
Jones 


Remember the hostage back in 
Level 2? This sequence is almost 
exactly the same. You can also shoot 
the windows out for fun, but 
concentrate on Dick and blow him 
away to win the game! 





SHH... THE SECRETS 


Unfortunately, there are no secrets. Just keep playing until 
you win! 
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CHAPTER 24 


Rolan’s Curse 


HEwW GAME CONTINUE 





Distributor: American Sammy 
Game Type: Role-Playing 


WHAT’S GOING ON? 


In the land of Rolan, there was an evil ruler named King Barius 
who terrorized the people. The King was defeated and 
imprisoned inside a castle deep within the forest. An inscription 
was placed on the door of the castle to warn people of the King 
that was inside. 

Many years later, some weary travellers came across the 
castle. They couldn’t read the inscription on the door, so they 
opened it and inadvertently released the King. The King 
released his monsters onto the countryside. Rolan is once again 
under the King’s control. And only one person can defeat the 
King. That person is you! 


PLAYERS 


Rolan’s Curse is for one or two players. The two-player mode 
requires two Game Boys, two Rolan’s Curse Game Paks, the the 
Game Link cable. In either mode, the quest is the same: to find 
and defeat King Barius. In the two-player mode, the players can 
stay together or split up and adventure separately. 
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SCORING 
; STATUS 

There are no points scored in fe 
Rolan’s Curse. Instead, your fe SWORD 
character has statistics that are f ATTACK nga 
boosted with Special Items. - 

Attack Power is split up into [| PORER 47 ac 4) 
Immediate Level and Offense. The f iGaCS BLBB} 


Immediate Level is your current 
Attack Power, while your Offense 
is what your Attack Power is at the start of each new adventure. 
Life Power is split up into Endurance, Endurance Capacity, 
and Total Hit Points. Endurance is your current level of hit 
points. Endurance Capacity is the maximum number of hit 
points you can have. Total Hit Points is the amount of hit points 
you will receive after dying or moving into a new adventure. 


LIVES AND CONTINUES 


Your character has only one life. When you run out of hit points, 
your character dies. Pause the game frequently to get Passcodes. 
You can enter these Passcodes in later playing sessions to start 
from the beginning of the last section of the game you reached. 


CONTROLS 


Move Use 
Character <— Weapon 


Go To Status Ths Use Special 
Screen Item 
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WEAPONS 


There are only two weapons in the game. You start with the 
Sword, which is a good short-range weapon. The weapon you 
want is the Wand of Uzi, which shoots fireballs across the 
screen. This weapon’s long range makes it very useful. 


SPECIAL ITEMS 


Chain Mail increases your Endurance Capacity. 

The Chameleon’s Ring will camouflage you from your 
enemies. 

Elvenade increases your Endurance by one-half. 

The Gauntlet increases your Immediate Level of Attack 
Power. 

The Heart increases your Total Hit Points. 

The Magic Axe breaks through certain parts of the 
landscape that are in your way. These parts of the landscape 
are often blocking sections with treasure chests. 

Merlin’s Cloak makes you invulnerable for a short time. 
The Potion of Life replenishes all of your hit points! 

The Power Crystal can destroy an entire town! Aim in the 
direction you want to shoot in, press and hold A to power 
up the gem, then release the button to fire, 

The Shield of Valor will block projectiles thrown at you. 
Stand in the direction you want to block in and press A. 


FRIENDS 


In the two-player mode, you and your friend should team up or 
split up to find and defeat King Barius. 

In both the one and two-player modes, you'll meet people in 
towns that tell you about interesting topics. Too bad you can’t 
say anything back to them! 


ENEMIES 

King Barius has infested the land with his minions. The 
monsters you fight will regenerate constantly (which brings up 
a great trick; read the Strategy Session to learn about it). Don’t 
stay around to fight them; just keep working your way toward 
Barius! 
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STRATEGY SESSION 


General Strategies 


Monsters regenerate from certain positions in the landscape. If 
you find a location where monsters constantly appear, you can 
stand next to that location and blast the monsters as they form. 
This allows you to power up on items that the monsters leave 
behind when they die. Only certain monsters leave behind the 
great power-ups like Chain Mail and Hearts, so experiment to 
see which ones do. 

You don’t always have to pick up the Special Items left 
behind by the monsters. If you’ve got a Special Item that you 
want to keep, just walk around the Items left behind by the dead 
monsters. For example, if you have the Wand of Uzi, you should 
avoid picking up a Sword. 

Generally, you should constantly travel upward. This is 
where you'll find the gates that lead to new areas. Of course, it 
doesn’t hurt to do some exploration by moving left and right. 

Opening the chests will provide you with helpful Special 
Items, but you don’t have to open every treasure chest in the 
game. In fact, all you really have to do in Rolan’s Curse is to find 
and defeat each Boss. 

None of the enemies in the game have names, except for 
Barius, so we'll create our own in the walkthrough. Rest assured 
you'll know which monsters we're talking about. Grab your 
sword and get going! 


Adventure One 


Talk to the townspeople. They will all 
state the totally obvious, but they mean 
well. Open the treasure chest in the 


Northwest corner of town before you go 
through the gate and enter the forest. _| 
Your first enemies are Blobs. They 
are very weak creatures, and you can 
destroy them with a single swipe of the 
Sword. Run around and you'll find three 


different places that the Blobs regenerate 
from. Hit them a few times to see how 
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monsters drop items when they die. Then run North into the 
next area. 

In this area, move North until 
you see two caves. Soldiers armed 
with swords will charge out of these 
caves toward the bottom of the 
screen. Keep hitting the soldiers until 
one of them leaves behind a Merlin’s 
Cloak. Grab it and you'll start to 
blink! The Cloak will wear off all 
soon, unfortunately. Move North into 





the next area, and then move West into another new area. 

You'll see a treasure chest. Walk up to it and open it to 
reveal a Magic Axe. Pick up the Axe. Now you'll be able to hack 
through a piece of landscape later on. Move East one area and 
North one area. 


Walk North, East (past the gate), 
and South. You’ll come to a weak- 
looking tree in the path. Use the Magic 
Axe to chop the tree down! Now walk 
down the path to find a treasure chest 
with Chain Mail inside. Pick up the 
Mail and return North to the gate. Go 
through. 

This cave is filled with bats and 
spiders! Keep traveling to the North, avoiding the zig-zagging 
bats and whacking the spiders with your weapon. When you 
reach the area farthest to the North, Bae) the path around to 
the treasure chest in the Northwest : 
corner of the room. Open the chest for 
the Wand of Uzi (which is called the Fire 
Wand in the game). You'll never need to 
swing the sub-par Sword again! Now 
follow the path back around and go one 
area West. 








You'll be just below several caves 
with soldiers rushing out of them. Stay 
here and shoot the soldiers repeatedly 
to gain Chain Mail and Potions of Life. 
Keep charging up until you have eight 
L (Life) Hearts and eight P (Power) 
Hearts. Then move West and North to 
find the gate. Go through. 
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From here, travel one area North, two areas East, one area 
North, and two areas West. You'll find the gate into the second 
town in this area. 

In the second town, there are two gates to choose from. Go 
through the left gate. You’ll enter another dungeon. Head East 
one area, then keep traveling North until you can’t! In the 
Northernmost room, you'll find a gate. This gate leads to the 
first Boss! 

Move to the right side of the 
room. Let the Boss move back and 
forth while you stay put. The balls he 
shoots won’t hit you. When the Boss 
comes to a stop in the middle of the 
room, start shooting him from the 
side. When he starts moving again, 
move back down and wait. Repeat 
this pattern until you blow the Boss 
away! 


Adventure Two 


Once again, talk to all the 
townspeople, and open the treasure 
chest in the Northwest corner of town 
before leaving through the North 
gate. Once you're in the forest, move 
one area North and two areas East. 
Look for the double caves with the 
soldiers charging out of them. Shoot 
the soldiers and power up all of your Hearts with Chain Mail. 

Once you’re fully powered up, 
travel North one area and go through 
the gate. You’re in an ocean area! 
Move one area West. If you’ve got 
the Magic Axe, use it to hack your 
eZ eee | Way to the treasure chest. This chest 
eee | =holds the Power Crystal! Now go one 
Leseesses Sas Sp | area North and find the gate to the 
ne next town. 

In this town, you'll find a treasure chest and two gates. Take 
the right gate. To pass through this water area, walk North one 
area, East one area, and North three areas. You'll find a gate that 
takes you back into the forest. 





& ‘ 
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Move one area North, one area 
West, and one area South. If you have a 
Magic Axe, use it to get to the treasure 
chest. Inside the chest is the Shield of 
Valor. If you didn’t have a Magic Axe, 
you can go back into the water world 
and kill monsters until you earn one, 
then return here. 

Okay, you’ve got the Shield. Go two areas North and one 
area West. enter the gate to go into town. Talk to the folks here 
for words of encouragement, then go through the North gate. 

There are more caves and more soldiers than ever in this 
dungeon. The Shield will probably come in very handy! We’ll let 
you explore this cave on your own, but you should travel North 
when you want to find the gate to the Boss. 

Stay in the lower-right corner of 
the screen and let the Boss move 
around. When he stops at the bottom 
of the screen, turn to him and start 
shooting with the Wand. He’ll start 
moving again, so be patient and wait 
for him to stop. Keep plugging away 
at the Boss until he blows up! You’ve 
finished the second adventure! 





MARA RAR 
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Adventure Three 


Talk to the townspeople, get the 
treasure chest, and go through the 
North gate. Walk one area North and 
you'll find some Skulls walking 
around. Shoot these monsters for 
Chain Mail to power up your Hearts. 
Use the Power Crystal to shoot them 
and do lots of damage. 

Once you’ve got all your Hearts, you need to fill them up. 
Move one area North and one area West to find a brigade of 
soldiers pouring out of caves. Shoot the soldiers and collect the 
Elvenade to slowly fill up your Hearts, Once you've got all the 
Hearts filled, travel one area West and go through the gate into 
the village. 

There are two gates; take the gate on the left. Travel one area 
North, one area East, and one area North. Go through the gate to 
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return to the forest. Now head North one area, West two areas, 
and North one area. Find the gate into the final village! 

After you’ve talked to everyone, leave through the North 
gate. In this dungeon, travel one area North, two areas East, two 
areas North, and one area West. Go through the gate and you'll 
go from a rocky dungeon to a brick dungeon. 

To reach the third Boss, travel two areas North. Go through 
the gate to face off against a huge boulder of a Boss! 

The Boss will be on one side of 
the wall, so make sure you’re on the 
other side! Use the Power Crystal and 
Wand of Uzi to shoot through the 
wall and hit the Boss. When the Boss 
bounces to the other side of the 
screen, scoot under him. Keep firing = 


until the Boss is gone and it’s on to cevesc 
the final adventure! eo 





Adventure Four 


Talk to the old man in the town, 
then exit through the North gate. 
Travel one area North and shoot 
the Skulls to get Chain Mail and 
Elvenade. When all your Hearts 
are charged up, go North and 
through the next gate. 


#GO AND ROCK THAT 
A TURKEY? 





This is the final area! Follow 
the maze to the North and you'll 
find the gate to King Barius. If 
you need to power-up, use the 
two caves in the Southeast 
corner of the area by shooting 
the soldiers that come out. Once 
you're ready to rumble, go 
North and through the gate. See 
The Secrets if you want help in 
beating the King! 


HHHHHL 


—) 
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SHH... THE SECRETS 


Defeating King Barius 

To defeat Barius, you've got to learn where to position yourself 
when Barius zooms from one corner of the room to another. 
Here are the different corners Barius attacks from, and the areas 
where you should stand. 








Lower Left Corner Lower Right Corner 





Barius returns to the Upper Left Corner after the Upper 
Right corner to begin his attack pattern again. He will take 
literally hundreds of hits from your Wand, so keep pumping 
him with fireballs until you are victorious! 


Passcodes 
Use these codes to jump into the beginning of each Adventure. 


Adventure Two: QSJN DMLL 


Adventure Three: PSBP JFNC 
Adventure Four: PSPT KPPC 
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CHAPTER 25 


Skate or Die: 
Tour De Thrash 


im 


STALE FISH T 
@ RETRO-ROCKET RAMP 


61991 ELECTRONIC AETS 
LICENSED BY NINTENDO 





Distributor: Electronic Arts 
Game Type: Sports 


WHAT’S GOING ON? 


Are you ready for some serious around-the-world thrashing? 
Take on all eight courses in the jet-setting Stale Fish Tour, then 
hone your skills on the Retro-Rocket Ramp. Perform well 
enough and you'll get to do some out-of-this-world jamming on 
the Moon! 


PLAYERS 
Skate or Die: Tour De Thrash is for one player only. 


SCORING 


On the Stale Fish Tour, you’re shredding against the clock. You 
have three minutes to complete each session and move on to the 
next course. If you fail (or bail), get back on the board and try it again! 
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On the Retro-Rocket Ramp, you’re going for the points. 
Your total score consists of four different scores. 


Score: Most obvious. The points you 
scored for the moves you did. 


Moon Bonus: Make it to the Moon 
Ramp and you'll get points. 


H 
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Board Bonus: If you’ve got boards 
left at the end of your session, you'll 
get points. 


Ngisl bu) 
Ooowse 
ROOM 
POOH 





Trick Bonus: Your variety score. The more varied your tricks, 
the better this score will be. 


LIVES AND CONTINUES 


On the Stale Fish Tour, you never run out of lives (or boards). If 
you don’t make it through a course, just try it again! At the end 
of each session, you'll get a password from CJ that allows you to 
start from where you left off in the Tour. 





On the Retro-Rocket Ramp, you start with four boards and 
three minutes to rip your heart out (ouch). Every time you eat it, 
you lose a board. Lose all your boards, or run out of time, and 
the session is over. 
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CONTROLS 


Speed Up Crouch Down, | 
uy Bump Opponent 


Speed 
Down 


Bs Jump 
Pause Walls 





WEAPONS 


On the Stale Fish Tour, your only 
weapon is your skating skill. Crouch 
down and bump your opponent (if 
you're skating against the Santa Cruz 
skating team). If you knock him off the 
track, he’ll lose a few seconds while you 
thrash ahead. . 
On the Retro-Rocket Ramp, there Move it, bud! 
are no weapons because there are no 
enemies! 





SPECIAL ITEMS 


On the Stale Fish Tour, run over the 
Stars to gain ten seconds of extra time. 
You'll want the extra seconds! 
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On the Retro-Rocket Ramp, there are two beasties to flatten 
with your board. When you're skating at Speed 1, run over the 
Spider for 100 points. When you see the Frog, squash him for an 
extra board. 





FRIENDS 


Rodney, Lester and CJ are your 
friendly neighborhood thrashers. 
Rodney will congratulate you after 
awesome Stake Fish Tour races or 
when you pull off major moves on 
the Retro-Rocket Ramp. Lester gives 
you info on Stale Fish Tour locations 
and also shows up when you pull 
off killer maneuvers. CJ gives you 
passwords when you finish Stale 
Fish Tour sessions. 





al 
. Ee eS 


Rodney! 
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Lester! 





ENEMIES 


When you start the Stale Fish Tour, you can take on the courses 
alone or racing against the members of the Santa Cruz 
skateboarding team. If you skate against the pros, get ready for 
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some major competition! There are eight 
pros (to match the eight Tour courses). 


STRATEGY SESSION 





General Strategies 

Try the Stale Fish Tour both with and without the Santa Cruz 
team as competition. If you can beat the Tour both ways, you’re 
a shredder supreme! 

The only major difference between the eight Stale Fish 
courses is length. As you advance through the Tour, the courses 
will have more segments to skate through in the three-minute 
time limit. 


Stale Fish Tour 


Level One: 
L.A. Sewercide (65 Segments) 





This level is, to quote Lester, pee 
“totally mellow.” There are about half-a-dozen jumps and a few 
walls to avoid. Otherwise, skate straight at Speed 8 and you'll 
buzz through this course like a chainsaw through butter. 


Level Two: 
The Vegas Ditch (70 Segments) 


Now we're talking action! You’ll have 
quite a few walls to swing around and 
jump over. Most of the time, a low wall 
(jump over it) will be followed by a high 
wall (dodge to the side). Don’t eat it! 


SGREES [S : O63} 


Level Three: 

Chernobyl Commie Half Pipe 

(75 Segments) 

This is the first level with combination 
low and high walls. Now you'll not 
only have to jump the low walls, but 
you'll have to jump on the right side or 
you'll plow into the high wall! 
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Level Four: Hanoi Chi Minh 
Trail (80 Segments) 

This level has a long straightaway 
at the beginning, but then starts to 
get curvy near the end. Keep up 
your thrashing antics! 





Level Five: Baghdad Bail 
(85 Segments) 


Okay, now the levels are going to 
start looking the same (except for 
the background graphics). You 
won't see anything here you 
haven't seen on the earlier levels. 
Just keep going! 





Level Six: Panama Canal 
Lambada-Me (90 Segments) 
Ho-hum. Just more jumping and 
skating. With 90 segments, you’ve 
got to average one segment every 
two seconds to finish the course. 
Can you handle? 





Level Seven: Easter Island 
Thrash Landing 

(95 Segments) 

If you make it through this course 
alive, you'll be taken to the 
legendary Lost Continent of 
Atlantis! Most excellent! 





223 


Nintendo Game Boy Secrets 2 


Level Eight: Atlantis 
(100 Segments) 


The last course! Any more than two 
or three crashes and you won’t 
finish before your time runs out 
(unless you snag some Stars). Pull 
off a perfect run and get ready for 
some congrats from Rodney, Lester 
and C]! 





Retro-Rocket Ramp 


There aren’t too many things we can tell you before you hit the 
half-pipe. Experience is the best teacher, right dudes? But here 
are a few pointers. 

Use a large variety of moves to 
get the factories smokin’. Then do the 
highest-scoring maneuvers while the 
double-scoring is activated. This will 
really max out your score. 

If you’re skating along at Speed 1, 
creepy-crawly Spiders will come onto 
the Ramp. They’re 100 points each, 
but you can score many more points 
by pulling off rad moves at Speed 5. 





SHH... THE SECRETS 


Stale Passwords 


Use these ‘words to take on the different courses of the Stale 
Fish Tour. 


Level Two: GNBF 
Level Three: MTGP 
Level Four: PVFS 
Level Five: FVCH 
Level Six: BXHN 
Level Seven: GFTQ 
Level Eight: JZWC 


224 


Skate or Die: Tour De Thrash 


Warping to the Moon 


On the Retro-Rocket Ramp, score 
10,000 points. A space alien will fly 
onto the screen. Now use the Rocket 
Air maneuver and you'll take off to a 
lunar crater for some low-G 
thrashing! Use aerial maneuvers for 
maximum points, since you can stay 
in the air for a LONG time. 





Hey, Mr. Alien! 


When your time runs out, you'll return to the Retro-Rocket 
Ramp to continue skating. You can return to the Moon every 
time you score a multiple of 10,000 points (20,000 points, 30,000 
points, and so on). 





Rocket Air! Moon Thrashing! 


225 





CHAPTER 26 


Terminator 2: 
Judgment Day 





Distributor: Acclaim/LJN 
Game Type: Arcade Action 


WHAT’S GOING ON? 


In 1994, John Connor is a ten-year-old boy. In 2029, John Connor 
is the leader of the War Against the Machines. The Machines 
send an advanced T-1000 back to 1994 to kill young John. The 
John Connor of 2029 sends back a primitive T-800 to protect his 
younger self. You are John Connor of 2029, and the T-800 of 
1994. Protect John Connor and save mankind! 


PLAYERS 


Terminator 2: Judgment Day is for one player only. 


SCORING 


The game keeps track of your score, and even saves the highest 
score made during the current play session, but who cares about 
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points? Your goal is to get through all six levels of the game and 
save John Connor from termination! 


LIVES AND CONTINUES 


You only have one life in the game. As John Connor of 2029, you 
have to survive through the first two levels. As the T-800 of 
_ 1994, you must play through Levels 4, 5 and 6 with a single life. 
There are no continues, so once you die, it’s all the way back 
to the beginning. By the time you beat this game, you'll be able 
to play through the first several levels with your eyes closed. 
Trust us! 


CONTROLS 


Direction Px Fire 
Pad ro Weapon 


Music 
On/Off Pause eS Jump 





WEAPONS 


As John Connor of 2029, you’re armed with a pulse laser. Shoot 
the attacking Terminators with it! 

As the T-800 of 1994, you start out with a 10-gauge shotgun. 
In Level 5, you'll have an M-16 machine gun along with your 10- 
gauge. In Level 6, you can acquire the M-16 and the devastating 
M-79, which you'll need in order to Terminate the T-1000. 
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SPECIAL ITEMS 


In some Levels, you can find a 
flashing token that gives you a 
message from Sarah Connor. Sarah’s 
message will give you a clue about 
how to finish the Level you’re on. 





FRIENDS 


John Connor is on his own, and so is the T-800. 


ENEMIES 


Each Level has its own enemies. 

In Level 1, there are three enemies. Aerial Hunter Killers 
drop bombs down at you. Land mines will detonate when you 
step on them. Terminators march slowly toward you, firing their 
pulse lasers when they get within range. 

In Level 2, there are more Terminators and other robots. 
You'll also run into laser cannons and land mines. 

In Level 3, your only enemy is the clock. Reprogram the T- 
800 before time runs out! 

In Level 4, your enemy is the T-1000 driving the big rig. 
Blow up the rig before it runs you down. 

In Level 5, your enemies are the SWAT teams and guards in 
the Cyberdyne Systems building. 

In Level 6, your enemy is again the T-1000. This time, you 
must destroy the T-1000 once and for all. Hasta la vista, baby... 


STRATEGY SESSION 


General Strategies 


You'll be playing the first few levels over and over to reach the 
higher levels, so get them mastered. If you can’t cruise through 
the early Levels to get to the later ones, you'll never beat this 
game. 
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Level 1: Skynet Defense Shield 


In this Level, your goal is to destroy each of the five shield 
beacons. They have to be destroyed in the correct order to open 
the way to Skynet. The towers must be destroyed from tallest to 
shortest. 

Whenever you shoot a tower, a large chunk of it will come 
falling down at you. Dodge the piece or you'll take damage. 


When Terminators march onto 
the screen, duck down and shoot 
from a crouching position. This will 
keep you safe from their bullets. 





The Hunter-Killers may look 
dangerous, but they’re actually 
pretty wimpy. The bombs they drop 
won't actually harm you if they hit 
you. They only do damage when 
they explode. Get away from the 
bombs before they go off! 





Shoot the towers in this order 
(counting from the left): 4th tower, 
1st tower, 5th tower, 2nd tower, 3rd 
tower. After you destroy the 3rd 
tower, run to the right until a large 
robot rolls onto the screen. 





Jump into the air and shoot the 
robot’s head to damage it. The robot 
will take plenty of shots, so keep 
firing away. Don’t get too close, 
because if the robot touches you, 
you'll be instantly destroyed. When 
the robot blows, run to the right and 
you'll enter... 
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Level 2: Skynet 


In this Level, your goal is to find the 
door that leads to the T-800 you need 
to reprogram. Start running to the 
right immediately and fire at 
anything in your way. Eventually, 
you'll reach a group of doors. Which 
is the correct door? If you wait 
around long enough, a T-800 will march onto the screen and 
walk into the correct door. Or you can look at our picture and 
know exactly which door to enter! 





Level 3: 

Terminator CPU 
Reprogramming 

In this Level, your goal is to 
reprogram the T-800. That means 
solving three logic puzzles that are 
timed. 

There are six different puzzles, and we’ve taken pictures of 
all of them, showing them before and after being solved. To 
change a circuit, move the cursor to the circuit and press the 
button. Every time you press the button, you'll change the 
circuit into a different shape. 

When the puzzle first appears on the screen, compare it to 
the pictures shown in this chapter. When you see the puzzle you 
need to solve, pause the game and look at the “after” picture. 
Unpause the game and change the circuits to their proper 
positions. When time runs out, the circuits will be 
reprogrammed! 
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Level 4: Drainage Canal 


In this Level, your goal is to destroy the 
truck being driven by the T-1000. It’s a 
very easy task. Just stay at the bottom of 
the screen, near the right side, shooting 
to the right to destroy any barrels that 
appear in your way. When the T-1000’s 
truck appears, turn around and start 
blasting it. When the truck moves to the 
right, drive to the right or you'll be run 
over. The truck will eventually pin you 
against the right side of the screen, but 
keep shooting. Eventually, you'll blow 
up the rig and enter... 











Level 5: Cyberdyne Systems 


Follow these steps exactly and you'll get 
through this Level easily. Stray from the 
correct path and you’re doomed! 





At the start of the Level, move to the 
right. Jump up the first set of stairs you 
reach and walk to the right. Follow the 
path until you reach a sign that says 
“Exit.” There will be a flashing object 
next to the exit. Touch the object (which 
is a keycard). 
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Return all the way to the left, and the first set of the stairs. 
This time, walk to the right underneath the stairs and drop 
down to the lowest level. Walk to the left and take the second 
flashing keycard. Then move straight to the right to find the 
third keycard. 

Once you have the third keycard, 
jump back up to the higher levels and 
walk all the way to the right side of 
the Level. When you find the “Exit,” 
walk to the left and you'll see the 
Vault. Get the robotic arm and 
computer chip, then return to the 
right and pass through the exit. Easy! 
It’s time for the final confrontation 
with the T-1000 in... 





Level 6: Steel Mill 


See The Secrets for how to defeat the T-1000. Will it be difficult? 
No problemo! 


SHH... THE SECRETS 


This Level is a simple beat-’em-up. At 
the start of the Level, wait for a 
weapon to fall from the roof. Grab it 
and walk to the right until you find 
the T-1000. Use the weapon to drive 
the Terminator to the right. When 
you run out of ammo, use your fists, 
but stick and move. Land a punch or 
two, then back away before the T- 
1000 sticks you with its fists. 
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Eventually, you'll drive the T-1000 to the edge of the mill, 
and then into the molten steel to destroy him forever. Hasta la 
vista, baby! 
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CHAPTER 27 


Ultima: 
Runes of Virtue 





Distributor: FCI 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


You have been brought to the magical land of Britannia, where 
people search to master the eight virtues of the Avatar under the 
guidance of Lord British. The eight Runes of Virtue have been 
stolen by the evil Black Knight, and it is your task to retrieve them! 
You will begin your quest as one of four Champions. Each 
Champion has his or her own strengths and weaknesses. 


Mariah the Mage Iolo the Bard 
Strength: 15 Strength: 12 

Intelligence: 18 Intelligence: 15 
Dexterity: 15 Dexterity: 18 





Shamino the Ranger 
Strength: 15 
Intelligence: 15 
Dexterity: 15 


Dupre the Fighter 
Strength: 18 





Intelligence: 12 
Dexterity: 12 
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PLAYERS 


Ultima: Runes of Virtue has both one and two-player modes. 
The two-player mode requires two Game Boys, two Ultima: 
Runes of Virtue Game Paks, and the Game Link cable. 

The two-player mode is different from the one-player mode. 
All of the dungeons are different in the two-player mode, and 
the players can group together or split up and explore the 
caverns separately. Our Strategy Session deals with the one- 
player mode only. 


SCORING 


There are no points in this game, but there are plenty of 
challenges. In addition, you'll need to accumulate gold and 
weaponry through endless encounters with evil creatures. The 
ultimate score is to return all eight Runes to Lord British’s castle. 


LIVES AND CONTINUES 


Because this is a battery backup game, you should never lose all 
of the progress you make in the game. However, it is possible to 
lose all of your food, potions and gold, depending on the 
difficulty level you are playing the game at. In the Easy level, 
when you die, you're restored at the level of the Cavern you are 
in. In the Medium level, you’re returned to the surface next to 
the Cavern you died in. In the Hard level, you’re returned to the 
surface and lose your food, gold and potions! 


WEAPONS 


Some weapons can be bought in shops, while others are to be 
found within the depths of the Caverns. Two weapons, the 
Wand of Fireballs and the Lightning Amulet, require magical 
energy to use. Each weapon has a different strength. 


The Dagger is the weakest of all the weapons. Strength 1. 


The Sword is Dupre’s favorite weapon. Strength 2. 


The Whip has a long reach and can hit two enemies at 
once! Strength 2. 


The Axe can be thrown at enemies. Strength 1. 
The Long Bow has a faster attack than the Axe. Strength 1. 


The Crossbow is slower than the Long Bow, but does 
more damage. Strength 2. 
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The Boomerang returns to you after being thrown. 
Strength 1. - 


The Bag of Tacks hurts anyone that steps on them. 
Strength 3. 


The Flask of Oil is a one-use weapon that creates a big 
blast! Strength 6. 


The Wand of Fireballs costs one star of magical energy 
for every eight shots. Strength 2. 


The Amulet of Lightning costs one star of magical 
energy for every eight shots. Strength 3. 


The Magic Sword is the most powerful non-magic 
weapon. Strength 4. 


You will also want to track down some Armor to protect 
yourself during combat. There are four types of Armor to be 
had. 


Leather Armor absorbs one-fourth of your damage. 
Chain Mail absorbs more damage than Leather. 

Plate Mail absorbs half of your damage. 

Magic Armor is the best Armor of all! Unfortunately, 


the Black Knight stole it! Where could it be now? 
CONTROLS 


Direction Use B Hand Object 
Pad ROS: 


Use A Hand 


Inventory 4 Object 
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SPECIAL ITEMS 


There are many items, some of which are magical. Look around 
for them! 


Cheese will attract monsters when you drop it. You 
can’t take the Cheese again once you've dropped it. 


The Coin is worth one gold. 

Food restores all of your Strength. 

The Gem is worth five gold. 

The Hammer destroys one barrel. 

The Heart restores one heart of Strength. 

The Key opens the door with the matching symbol. 

The Potion restores all of your magical energy. 

The Star restores one star of magical energy. 

The Chalice restores one heart of Strength. Costs 1 Star. 
Magic Boots let you move through walls. Costs 1 Star. 
The Magic Rope makes a bridge across one square of 
water. Costs 1 Star. 

Panpipes works like the Trumpet, but can be used 
repeatedly. Costs 3 Stars. 

The Troll Ring will prevent monsters from attacking 
you. Costs 4 Stars. 


The Trumpet freezes all monsters for a short time. Costs 
1 Star. 


FRIENDS 


Beh Lem is a nice gargoyle with a little pet named Bet Zen. 
Chuckles the Jester is an obnoxious dude who wanders 
around the castle of Lord British. His jokes aren’t all that 
funny! 

Dr. Cat is the innkeeper of the Cat’s Lair Tavern. He 
enjoys conversing with his buddy Taynith. 

Finn is a man that lies like a cheap rug! Don’t listen to 
what he says! 

Klip-Klop is a two-headed horse. One head always lies, 
while the other always tells the truth... but which is 
which? 

Lord British is the King of Britannia. He’s the guy who 
wants you to get the Runes! 
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Sherry the Mouse is a talking mouse that lives in Lord 
British’s castle. You may also find her in the Caverns. 


Zoltan is a gypsy, fortune teller, and dancer. He says 
that his dog Kador can talk! (He’s right!) 


ENEMIES 


Here are the monsters, listed in order of strength from weakest 
to strongest. 


Bats flit around at random. 

Eep Eeps can help you if you talk to them. 

Seahorses won’t attack you unless you attack them first! 
Snakes are slow-moving. 

Rats are quick little rodents. 

Skeletons are armed with weapons. 

Ghosts fly through the walls to attack! 

Spiders spin deadly webs! 

Trolls use powerful weapons. 

Gremlins will steal food and gold. 


Squids are harmless unless you wander too close to 
water, 

Splodos will explode if you get too close. 

Slimes break up into smaller Slimes when you attack 
them. 

Tigers are vicious jungle cats! 

Wizards shoot magic fireballs. 

Seasills are sea serpents that can breathe fire! 

Mimics look like treasure chests. 

Jaggers turn into rocks when you kill them. Some 
Jaggers can’t be killed! 

Cyclops is only vulnerable to Swords and Daggers. 
Reapers can’t move, but they shoot ray beams. 

Wisps teleport and shoot lightning bolts. 

Dragons are the meanest monsters of them all! 
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STRATEGY SESSION 
General Strategies 


Play at the Easy level of difficulty. Any other level of difficulty is 
just way too frustrating. Rest assured that even at the Easy level, 
you'll still have your hands full! 

As a general rule, the first Caverns are fairly shallow, while 
the later Caverns become deeper and more complex. We’ve 
created maps for each Cavern. Read the text to understand the 
connections between the different Areas of the Cavern. And 
don’t worry, it’s hard to get lost! 

Britannia consists of five islands. We have listed the 
locations on each of the five islands in order (except for the 
Caverns, which are listed in their own section). 


NORTHWEST ISLAND 


Cavern: Injustice 


Empath Abbey 


Walk around the Empath 
Abbey and touch the Wishing 
Well to reveal a ladder leading 
downward. Go down the 
ladder and you'll be ina secret |: 
area. Read the sign to get an | 
address where you can write 
Dr. Cat and Gary, the pro- 
grammers of the game! Also 
be sure to talk to Sherry in the : = a 
Southeast corner, along with everyone else. (Most of Caen they 
say will make little sense, but it’s interesting nonetheless!) 


Salle de Loubet 
You can buy a Magic Axe ($20), Potion ($7) or a Bag of Tacks ($3). 





The Spider Cave 
There’s only a single piece of Cheese to be ‘had in this cave. Use 
your weapons to break through the webs. 


NORTH ISLAND 


Caverns: Deceit, Hatred 
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The Blue Boar 


Gnu Gnu is the owner of this shop as well as the North Star 
elsewhere on the island. You should never need to buy Hearts or 
Stars here (you can get them for free in the Castle), but you may 
want to buy some Food when you go into a new Cavern. 


Lord British’s Castle 


Lord British 

You can talk to Lord British at 
any time to see which Rune he 
wants you to look for. You don’t 
have to visit the Caverns in the 
order Lord British says if you 
don’t want to. 


+Zlonene 





Two Hearts and a Star 

Go to the Southwest corner of the 
Castle and go down the ladder. 
Follow the path and you'll meet 
Sherry, who will tell you about 
spider webs. Keep going until you 
meet Penumbra. Walk through the 
secret wall to take the two Hearts and the Star. You can return to 
the Castle after leaving and collect these items again. 





Telescope 


Go to the Southeast corner 
of the Castle and look into 


the Telescope. You'll see a 
bird’s-eye view of Britannia. 





North Star 


There’s a floor plate on the Eastern side of the North Star. Hit it 
and then go inside. You'll see a ladder. Climb down and you'll 
be able to buy Flasks of Oil for 7 gold each! 
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Along with the Oil, you can purchase a Dagger (3 gold), Sword 
(20 gold), Leather Armor (25 gold), or Long Bow (60 gold). 


NORTHEAST ISLAND 
Caverns: Cowardice, Selfishness 


The Cat’s Lair 
Dr. Cat runs the Cat’s Lair. He's got Food, Potions, and Cheese. 


The Lycaeum 


An interesting place to visit, but you wouldn’t want to live 
there. Check it out and move on. 





Zoltan’s Cave 


Zoltan’s father wore Plate Mail, and you : 
can buy it for yourself if you have $75 in Fe 
gold (which is pretty easy to gather). 


SOUTH ISLAND 


Caverns: Dishonor, Pride 
Darkwatch Armory 
— = ; There is a hidden Heart in the 
Northeast corner of this area, just 
outside the walls of the Shop. Touch 
the well to make a Heart appear. Once 
you're back inside, you'll have a choice 
of several items to buy: Leather Armor 
($25), Chain Armor ($50), Bow ($60), 
Sword ($20), and Crossbow ($35). 





Serpent’s Hold 


You'll meet several people here, but not much of use. 


SOUTHEAST ISLAND 

Caverns: Pride, The Great Stygian Abyss 

Cyclops Cave 

There are two mushrooms growing at the Northern end of the 
Cave. One of the mushrooms gives you four Hearts, the other 
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four Stars. The problem is that with the enormous amount of 
Cyclopses in the Cave, going for the mushrooms isn’t worth the 
trouble! 


The Sword & Keg 


This is the last chance you'll have to buy items before the Great 
Stygian Abyss. Potions are $10, while Food is $15. Walk around 
the island at the North end of the shop to make three Flasks of 
Oil appear above you. 


The Lore of the Caverns 


After many hours of exploration, we’re proud to present you 
with the fruit of our labors; a detailed guide to every level in all 
eight Caverns. If you’re stuck on a puzzle or just need a helping 
hand, this is the place to look. Read on! 


THE CAVERN OF COWARDICE 
Area 1 


There are lots of signs, but very little danger. Go down into Area 
2 to find some action. 


Area 2 


There are a few Reapers in 
this Area. Block them with 
the boulders. The most 
interesting enemies are the 
Ghosts that fly through the 
walls to attack. Make your 
way to the ladder leading to 
Area 3. 





Another new enemy appears 
here. The Wisp is a highly 
dangerous foe. If it appears in 
front of you, nail it before it 
shoots a giant bolt of lightning. 
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Area 4 


Secret Door 

Look for a wall square with a 
small hole. Walk through the 
square to enter the tunnel. 
(Don’t bother trying to get into 
the hole surrounded by the 
statues. It’s impossible to reach.) 


Area 5 


Two Wizards 





Walk to the left in the tunnel above the lower of the two 
wizards. The Wizards will shoot at you, but their fireballs will 
strike each other! Do this several times to make the Wizards kill 
each other! 


Dr. Cat 

Talk to your feline friend to get a 
key. The key will start a chain 
reaction of door-opening that 
ends when you drop into Area 7. 


Area 6 


Run Through The Plates 

If you scamper to the left 
through the pressure plates, the monsters that appear will never 
be able to harm you. You'll eventually seal them behind you 
when the gate closes. 





The Magic Rope 

Eat the mushroom below 
Chuckles. You will turn the 
Teleport Arrow into a bridge, and 
you'll also make a large X appear. 
Take the Rope, then touch the X 
to return to Area 7. 


Area 7 


Use The Magic Rope 
The ladder going to Area 8 is behind two squares of water. Use 
the Magic Rope you obtained from Area 6 to cross the water and 
reach the ladder. 





244 


Ultima: Runes of Virtue 


Area 8 


You'll need two keys to reach the hole that drops down to Area 
9. First, snag the key that opens the door into the stone heads. 
Then open the chest guarded by the two Skeletons to get the 
second key. 


Area 9 


A very simple Area. Just follow the path, open the doors, and 
collect the goodies. Drop down into Area 10 when you're done. 


Area 10 


Trap Ladder 

The first ladder you see in this Area is a false ladder; when you 
take it, you'll set off a trap. The real exit is a hole in the 
Southeast corner of the Area. 


Area 11 


Teleport Arrows 

If you just keep following the 
arrows, you'll move in circles. 
Look for secret doors (the walls 


them. If you find a Teleport 
Disc, it will take you to the hole 
that drops down to Area 12. 


Area 12 
Move Slowly 





When you're moving past the 
second three pressure plates, 
walk onto one plate at a time. 


If you try to run past all three 
plates at once, you'll be struck 
by poisonous darts. 





Rune of Valor 

You'll have to scamper past a Reaper to reach the middle of the 
Area and find the Rune of Valor. Once you have it, use the 
ladder to climb back to the surface of Britannia. 


245 


Nintendo Game Boy Secrets 2 


THE CAVERN OF 
DECEIT 

Area 1 

Talk to Dr. Cat and 
“Honest” Finn, then 


go through the door to 
the East into Area 2. 





Area 2 


Heart Keys 

Walk through the tunnel, picking 
the mushrooms along the way, 
until you reach Finn. Take either of 
the heart Keys to open all the 
doors. If you take the North exit to 
Area 3, you'll eventually reach the 
Rune. If you take the South exit to 
Area 7, you won't find the Rune. 


Area 3 
Pressure Plates And Walls 
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Keep tripping the pressure 
plates to make the walls move 
back and forth in the tunnels. 
You'll walk around to the 
ladder descending into Area 4. 
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Area 4 


Lever Troll 
Hit the lever to freeze the Troll. Walk past him and you'll find a 
ladder going back up into Area 3. 


The Swamp 
Finn will tell you to pull a lever, 
but don’t listen to him. Just slog 
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through the swamp and you'll reach a hole that drops down into 
Area 5. 


Area 5 


Plate Paths 

If you walk along the plates, you'll be 
Okay. If you don’t walk on the plates, 
huge explosions will send fireballs flying 
in all directions! Walk into the Southwest 
corner to find Sherry and the path leading 
to the ladder down to Area 6. 


Area 6 
Rune of Honesty 





By hitting the various switches 
to open and close the gates, 
you'll work your way toward 
the Rune of Honesty in the 
Northwest corner of the Area. 





Area 7 


“Honest” Finn 

The chest that Finn says is safe is NOT safe, so don’t open it 
unless you're willing to take a hit and lose one Heart of damage. 
The gem he says is dangerous is NOT dangerous, so take it. 
Don’t hit the Teleport Arrow into the room with the X. You'll be 
trapped and have to walk onto the X to teleport back to Area 1! 


Area 8 


Hammer 

At the start of the Area, push the barrel 
South as you walk down the tunnel. The 
barrel will block the path to the ladder 
leading into Area 10. Later in this Area, 
you'll get a Hammer from the mushroom 
next to Kador. Use the Hammer to smash 
the barrel and go down to Area 10. 
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Area 9 


Lair of the Scarlet Fish 

There’s a rich booty in the Northwest corner, but you'll get your 
own booty kicked trying to get it. There’s no way to get the 
Heart Key, and therefore no way to open the door into the booty 
room. It’s best to avoid this Area. 


Area 10 


Trolls Only 

Every sign in this Area warns you 
about the trolls, but they’re really 
wimpy. Once you pass the pressure 
plate, you'll be trapped on the West 
side of the Area. Use the secret 
passage to go into the middle of the Area and reach the ladder 
to Area 11, or walk West into Area 9. 


Area 11 


This is an easy Area. Run around and eat all of the mushrooms 
to make Coins appear. Gather the keys to open doors. You'll 
eventually have a clear path to the hole in the middle of the 
Area that drops you down into Area 12. 


Area 12 


Wand of Fireballs 

Trip the pressure plate in the 
Northwest corner (walk through 
the secret wall). The Wand of 
Fireballs will appear in the room 
below you. You'll have to fight 
through the Trolls to get the 
Wand. Once you’ve got the 
Wand, use the Ankh to teleport 
out of the Cavern. 
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THE CAVERN OF DISHONOR 
Area 1 


The path in this Area spirals into the middle, where you'll find 
the ladder going down to Area 2. There are a few tough 
monsters to defeat (a Tiger, Reaper, and Wizard). 


248 


Ultima: Runes of Virtue 


Area 2 


You have to shoot the 
Seasills, but don’t plug 
the Seahorses. A 
Seahorse is very 
friendly until you 
shoot it. Then it fires 
lightning bolts at you! 
Just work your way 
into the Southwest 
corner and_ walk 
around to the ladder 
into Area 18. 


Area 3 


Hit the lever in the Northwest corner to dry up all the water! 
Use the lever next to the door into Area 4 to make the water 





reappear. 


Area 4 


You'll never have an experience quite 
like the one in this Area: slogging 
through swamp while a mass of 
Seasills fires at you from two sides. If 
you make it through here alive, you’re 
one lucky adventurer! 





Area 5 
Seasill School 

There are three Seasills surrounded 
by a mass of chairs. Why would 
anyone want to watch these weird 
water wonders? Move South and 
go into Area 11 as soon as you take 
the Hearts and Stars in the 
Southwest corner. 


Area 6 

This Area is all swampland. Explore every square to find Hearts 
and Stars. You can’t use projectile weapons in the swamp, but 
you can use your hand-to-hand combat weapon. 
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Area 7 


Eat the mushroom in the Northwest corner to open the gate to 
Area 6. Eat the mushroom in the Southwest corner to make 
some Hearts appear. Don’t eat either of the mushrooms on the 
Eastern side of the Area or bad things will happen! 


Area 8 


The Teleport Disc will take you to the middle of a water square 
patrolled by a Seasill. Watch out! Beat the Seasill and use the 
Magic Rope to cross to the South. You'll reach the door into Area 


J 


Area 9 


There’s a ladder going down in this Area, but 
there’s no way to get to it. Don’t worry about 
it; the ladder doesn’t go anywhere. It’s just 
meant to distract you. 


Area 10 


You'll need just a little more magic to use your Magic Rope and 
cross over a broken bridge. From here, it’s a simple sprint into 
Area 11 to reach the Rune of Honor. 


Area 11 


Rune of Honor 

To get to the Rune you must use the secret 
passage in the Northwest corner, and then 
return here through Area 10. You’ll enter the 
room of the Rune. 








Area 12 


Use a projectile weapon to kill the 
two Octopi in the water next to 
the door from Area 6. Then use 
Flasks of Oil (or whatever else you 
can) to destroy the Seasills. You 
need to eliminate them all! 

Use the Magic Rope to collect 
the Stars and Hearts, then move 
into the Southwest corner. Slug it 

out with the Reaper and open the 
chest behind it for a Potion. Move into the Southeast corner and 
beat the second Reaper. This time, you'll find a Heart Key. 
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Move to the chest on the West side of the Area. It’s really a 
Mimic! Destroy the Mimic, pick up the Star Key, and move 
through the East door into Area 13. 


Area 13 


Treasure Islands 

Several of the islands in this Area have 
treasure. Be sure to touch the X and see 
what happens! 


Area 14 


Checkerboard Swamp 
Use the right door to walk out onto the checkerboard, then cross 
to the second column of squares (from the left). Walk straight up 
and you'll be safe. If you walk along any of the other squares, 
you'll be attacked by monsters that appear out of nowhere! 

Once you're across the swamp, walk into the room with the 
mushroom and eat it. Use the Rope to get across the river and out 
of the room, then use it again to go through the door into Area 8. 


Area 15 


You'll need to use several Stars (with the Magic Rope) to complete 
this Area. If you don’t have enough Magic, and don’t have any 
magic items to boost your Stars, you should come back to this 
Cavern when you're stronger and have more Stars available. 


Area 16 


You must come into this Area from all five doors in Area 17. 
First, go through the lowest door and gather the two Hearts by 
using the Teleport Discs. Return to Area 17 and enter the highest 
door. Hit the lever and return to Area 17. Enter the second door 
from the top and hit the second lever. Now go through the 
middle door and walk to the left into Area 15. 


Area 17 

This Area is full of statues, but not much else! When you walk 
onto the pressure plates, the stone heads will fire darts at you, 
but they shouldn’t do much damage. 


Area 18 


Plant Hall 
You can go in either of two directions from this hall. Go West to 
find the Rune of Honor. Go East to find the Treasure Chests. 
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Area 19 


Walk along the long pathways between the 
rivers, destroying the patrolling Skeletons. 
When you reach the door to Area 20, touch 
the boulder below the door to dry the 
rivers up! 


Area 20 


Slog through the swamps and shoot the 
Seasills. Don’t push the boulder next to the = 

door from Area 19; instead, go around the bapidee using the 
secret passage (you'll see it if you look closely). Open the chest 
near the door to Area 21 for some much-needed Food. 





You need two Star Keys to unlock the 
Star Doors to the North. The first Key 
can be found to the South, guarded 
by two Squids. If you have the Magic 
Boomerang, use it to pick off the 
Squid on the right, then move up and 
slash the Squid on the left. The 
second Key is in a chest in the 

Northeast corner. Conserve your 
Stars; you may want to come equipped with several Potions or 
you may get stuck and have to use the Ankh to bail out. 





THE CAVERN OF HATRED 


Items: Rune of Compassion, 
Magic Axe 


Area 1 


The first Area has no tricky 
puzzles or difficult enemies. 
Just wander from room to 
room, opening the doors, 
killing the monsters, and 
busting open the chests! 
When you're done, go down 
the ladder on the Eastern side 
of the Level. 
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Area 2 


Don’t Fight the Reaper 

When you see the Reaper, don’t try to fight past it. Use the 
teleport arrows near it to pass through the wall and into the next 
room safely. 


Area 3 


Trolls and Wizards 

Pick the mushroom next to Sherry 
and watch a battle between Trolls and 
Wizards! 


Area 4 
The Arena 
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Pick the mushroom in the middle of the Arena to begin the battle! 
Destroy the Skeletons and Bats, then move to the Reaper in the 
lower-left corner. Stand diagonally next to it. When it fires, move 
adjacent and hit it, then return to the diagonal. Continue this 
attack until you destroy the Reaper. Hit the level to create two 
Hearts near the doors of the Arena. 


4 
a 
& 





Area 5 


The Lady or the Tiger 

Look for a room with Sherry next to two 
doors with hearts on them. Open the 
chest in the Southwest corner of the room 
for a heart Key. Open the door on the 
right and you'll find the lady (Melissa). 
Walk into the room on the right of 
Melissa for a Gem and two Hearts! 
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Area 6 


Boulder Factory 

Talk to Dr. Cat first. Move up 
and hit the lever below the 
boulder in the wall. This will 
turn all the Xs into boulders. 
Push all the boulders into the 
gaps. If you mess up and push a 
boulder into a position from 
which it can’t be moved, go to another 
try again. 

When all the boulders are in place, hit the Presto Chango 
lever next to the sign. This will turn the boulders into Teleport 
Discs. Teleport into each room to get the item inside. When 
you’re done collecting items, return to the room with the 
Teleport Arrow. Teleport out into the narrow tunnel, then walk 
South and West. You should now have the star Key, so open the 
door and climb down to Level 4. 


Area 7 


Four Mushrooms 

There are four mushrooms in the middle of the area. Pick all of 
them to make treasures appear. Some Snakes and Rats will 
appear along with the treasure, so be ready to fight! 


Area 8 


Heart Door 
Get the Heart Key from the 
Northeast corner of the Area, 
then open the Heart Door in 
the Northwest corner. Find 
the Teleport Disc and use it. 
You'll enter a room with a 
Skeleton and a lever. Destroy 
the Skeleton and hit the lever 
to make the Teleport Arrows 
point in new directions. 

Use the Teleport Disc again, then walk to the Southeast 
corner. Use the Teleport Arrow to move to the ladder leading 
down to Area 10. 





Level and return here to 
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Area 9 


Tigers - 

Before you hit the floor plate, push 
the boulders in front of the Tiger 
cages. This way, when you trip the 
floor plate, the Tigers won’t be 
able to attack you. Collect the 
treasure, then go down the ladder 
in the Northwest corner. 


Area 10 


Sherry’s Advice 

Sherry will warn you about picking too many mushrooms, but 
her advice is a bit misleading. You'll want to pick one 
mushroom to make the Stone Heads disappear (see below). 





Stone Heads and Floor Plates 
Hit the floor plates to open a small passage into the North part 
of the Area. This will give you access to many mushrooms. 

By using the floor plates in various combinations, you can 
make the water squares and Stone Heads disappear, and make 
the gates open. Hit the plates until only the Stone Heads are in 
your way, then go through the north passage and pick a 
mushroom. Return to the plates and you'll be able to walk 
through. 


The Rune of Compassion 


The Rune is guarded by two 
Reapers. You must have a missile 
weapon to destroy the Reapers 
and get to the Rune. If you have at 
least 60 Gold, you can buy a 
Crossbow at the North Star, just 
east of the Castle. Another way is 
to find the Magic Axe in this 
Cavern, then come back to collect 
the Rune. 





Area 11 


Magic Axe 
Klip-Klop is in this area, and Klop is the lying head. Take the 
west path first. When you hit the Teleport Arrows, you'll be 
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taken to the East. Follow the path 
until you meet Klip-Klop again. 
Hit the lever, then go to the chest 
and open it for the Magic Axe! 
Take the East path second to find 
the ladder back to the surface 
(and a Heart next to the ladder). 





THE CAVERN OF 
INJUSTICE 
Area 1 


Land Down Under 

Take the long secret 
tunnel next to the sign 
and open the chest in the 
secret room for a Potion. 
(By the way, once you’re 
in this Area, the only way 
to escape is by using the 
Ankh to teleport back to 
Lord British’s Castle, or 
by dying if you're playing 
at a high difficulty level.) 





Hammers and Barrels 
Clear the a path through the barrels by using the Hammers. 
Always break a barrel that blocks the way to another Hammer. 


Magic Boomerang 
Get the Boomerang out of the chest in the room above Sherry. 
The other room contains the Mimic that Sherry warns about. 


Area 2 
It’s a fairly simple walk into the Northwest corner, where you'll 
find the ladder leading down to Area 10. 


Area 3 


Eep Eeps 

There’s only a single Eep Eep in this room. It will stay that way 
if you manage to avoid bumping into the Eep Eep and talking to 
it. Once you speak to the Eep Eep, you'll start a chain reaction of 
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Eep Eep production. Every time 
you talk to an Eep Eep, more Eep 
Eeps will appear. It’s a vicious cycle 
that won’t end until you manage to 
get out of this Area! 


Area 4 





You may have dollar signs in your 
eyes, but you'll learn quickly that 
most of the Gems in this mine 
can’t be taken. Some of them are 
behind rocks that you can’t move. 
Others will disappear when you 
trip pressure plates. Just gather 
what you can and continue 
looking for the Rune. 





There are few friends of yours in this Area, but that’s about it. 
Move on! 


Area 6 


Fools’ Gold 

Don’t take the Coins in this area! They’re made of fools’ gold, as 
Zoltan will tell you. Every Coin you take will actually decrease 
your Gold count! 


Area 7 


There’s nothing exciting here. Make sure you choose the right 
Teleport Arrows or you'll end up trapped and forced to kill 
yourself by walking into the lava. 


Area 8 Settee ee ea raee eae eee 
Fifteen Seconds : Wa 
a 


The sign at the beginning of the area 
warns that you only have fifteen 
seconds to collect the two keys and 
move into the next Area. If you take 
too long, random fireball explosions 
will start happening! The faster you 
get through this Area, the better. 
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Area 9 


This Area has several Hearts and Stars to collect. It’s also the 
only way to progress deeper into the Cavern (the ladder here 
goes to Area 14). Make sure to explore the other Areas (except 
for 12) before you go down. 


Area 10 


Lava Cat 
The lava pools spell out “Dr. Cat.” Go South between the C and A, 
and through the door in the Southeast corner as soon as you can. 


Area 11 


Lava Checkerboard 

You'll need to be strong to cross 
the checkerboard of lava without 
dying. You should certainly have 
a strong suit of Armor (get the 
Plate Mail from Zoltan’s Cave) 
before you attempt the crossing. 





Kador 
Kador will give you aisstione re the minefield in Area 13. 
Listen carefully and write it 
down (or just read about Area 13 
when you get there). 


Area 12 


This Area has many objects, but they are hard to get to and 
you'll often become trapped with no way out. Avoid entering 
here. 


Area 13 


Minefield 

To get through the Minefield, follow Kador’s instructions. As 
soon as you appear in the room, move: 3 steps South, 3 West, 3 
South, 7 East, 3 South, 3 West, 1 North, 3 West, 3 South, 1 East, 1 
South, 5 East, 2 South, and East to get the Panpipes. 


Area 14 


Boulders to Gems 
Push into the two boulders near the door to Area 16. The 
boulders will turn into Gems! 
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Area 15 


Rune of Justice 5 


First, move into the Northeast corner (through the secret passage) 
and talk to the Eep Eep. Move into the Southeast corner and open 
the chests for Gems (four Gems in all). Enter the Southwest 
corner and touch the stalactite to make eight Hearts appear! 
Finally, move through the secret passage and collect the Rune of 
Justice. Use the Ankh to leave the Cavern. 





Area 16 


When you first enter this Area (from Area 14), you'll only be 
able to go South. Go around through Areas 18, 19, and 17. When 
you come back into this Area, you'll be on the Eastern side. 
Move down and kill the Mimic to get the Hammer underneath 
it. Hit the lever to open the gate and destroy the barrel so you 
can move into the wall and walk to the X on the Western side of 
this Area. Touch the X to create four Hearts and make a door 
appear. Collect the Hearts and move West into Area 15. 


Area 17 


Use the Hammer in the Southeast corner to smash one of the 
barrels in your way. You should be able to navigate your way 
into Area 16 with no problems. 


Area 18 EASES 
Go into the Northeast corner for ee ee 
the Heart Key, then open the 
storage room in the Southeast 
corner. Three of the four chests 
have items to collect. 


= 





ae 
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Area 19 


The stalactite near the door to Area 17 will turn into a Heart 
when you push into it. That’s the only interesting discovery in 
this otherwise drab Area. 


THE CAVERN OF PRIDE 





Use the entrance on the South Island to go through the Cavern of Pride, 
then work your way up the other side to emerge at the Southeast 
Island. This is the only way to reach the Great Stygian Abyss! 


Area 1 


Secret Pressure Plate 

Walk into the Southeast corner of the Area (near the ladder). 
When you find the ladder to Area 2 in the Northwest corner, 
you'll find a Potion and two Gems. 


Levers 

Hit the levers in various combinations to open the gates. Keep 
working your way toward the Northwest corner, because that’s 
where the ladder to Area 2 is at. 


Area 2 


A simple Area. Work your way through and scarf up the Gem 
along the way (watch out for the Stone Heads; they’ll shoot 
darts at you when you take the Gem). 


Area 3 


Thrice Around 

You must walk around this Area three times, each time 
completing a different task, to earn passage to the ladder 
leading to Area 4. 


260 


Ultima: Runes of Virtue 


On the first pass, walk onto the pressure plate in the 
Southeast corner. On the second pass, hit the Teleport Arrow to 
go into the small foom with the pressure plate and press it! On 
the third pass, move into the small area South of the ladder 
where you started the area and hit the lever there. Move into the 
Northeast corner to get the Heart Key near the Reaper and open 
the door. 


Area 4 


Rat Marsh 

You must hit the lever in the 
middle of the Area to switch the 
boulders and the webs. Move 
down to shoot as many webs as 
you can, then return to the lever, 
hit it, and return for more web- 
destroying. Keep repeating the 
pattern until you open the way [& 

to the exit. Keep in mind that every time you cross the swamp, a 
horde of Rats will appear and attack. Be prepared! 


Area 5 


The Reaper in the middle of this Area is invulnerable, so don’t 
try to destroy it. Just run through the disappearing (and 
reappearing) walls as quickly as possible. 


Area 6 


Use the Magic Rope to work your way to the Northwest corner 
of the Area. Touch the plant there to reveal a secret passage 
leading to four Stars. Finally, toggle the lever in the Northeast 
corner to turn the barrel below the lever into the ladder to Area 
7s 


Area 7 


Trick the Reapers into shooting each other, giving you access to 
all of the Teleport Arrows. The pressure plate on the left creates 
a barrel. The pressure plate on the right creates a Seasill in the 
pool of water in the Northeast corner. You should be able to 
figure this Area out from here. To destroy the web blocking the 
boulder to the West, throw the Magic Boomerang, then move 
downward so that the Boomerang hits the web while returning 
to you. 
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Area 8 


Penumbra 

Penumbra will tell you where to go 
to find the Magic Sword and the 
Rune of Humility. 


Area 9 


Magic Boots 
The Boots allow you to walk through the walls for a limited 
time! As soon as you get the Boots, run to where you want to go! 





Klip-Klop 
Go East into Area 14 to find the Rune. Area 12 can be visited to 
see Beh Lem, but don’t go East into Area 13. It’s a trap! 


Area 10 


Magic Sword 

There’s a rotating Teleport Arrow in 
the middle of the Area. Hit the 
Arrow when it’s pointing South and 
follow the tunnel to get the Magic 
Sword (being guarded by a Mimic). 





Area 11 


Jaggers 

There’s a large group of Jaggers on the West side of the Area, 
blocking the door to Area 10. Destroy the spider web blocking 
them with the Wand of Fireballs, then run toward the middle of 
the Area and let all of the Jaggers pass you. Run back to the 
West and go through the door into Area 10. 


Area 12 


Beh Lem 
Pick the mushrooms around Beh 
Lem to make Stars, Hearts and Coins 


appear. 


Area 13 


The ground will start to flood as soon as you walk into this Area. 
Eventually, you'll end up stranded on a small island in the middle 
of the Area, being shot at by Seasills. Didn’t we tell you in Area 9 
to avoid this place? (It’s pretty funny to try it once, though.) 
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Area 14 


The Great Transoceanic Tunnel 

Go through the secret passage 
North of the sign to find a crate 
with a Gem inside. Then touch 
the statue on the right to create 
another secret passage leading 
West. At the end of the second 
passage, you'll find a Star Key. 
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Area 15 


Spitter Alley 

Use the Magic Rope to cross into the secret passage near the 
beginning of the Area. Walk through the Star Door (you should 
have the Star Key from Area 14) and eat the mushroom. Return 
to the beginning of the area and walk upward along the 
pressure plates. The Stone Heads will be turned away from you, 
so their darts won’t hit you. 

Eat the second and third mushrooms as you reach them to 
turn the heads away from you while you walk down more 
pressure plates. After the third set of plates, you'll reach the 
door to Area 16. 


Area 16 


Chess Club 

Walk into the Southwest corner to hit the lever and open the 
gates. Then travel to the Northeast corner to find Dr. Cat and 
Gnu Gnu playing a game of chess. The real action begins when 
you walk onto the “chess board.” All of the monsters behind the 
statues will be released. If you have a Trumpet or Panpipes, 
freeze the monsters and run past them. Touch one of the Stone 
Heads to open the South gates and run to the door. 


Area 17 


Rune of Spirituality 

Talk to Dr. Cat in the Northwest 
corner, then go to the Northeast 
corner and eat the mushroom. 
Finally, walk into the Southwest 
corner and retrieve the Rune of 
Spirituality! 
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Area 18 


Reapers 

All of the Reapers in this Area are behind spider webs, but 
they’ll blast away the webs as you pass by. Run as quickly as 
you can through the Area and you won't get hit! 


Area 19 


Cyclops Attack 

If you pick the mushroom in the middle of the Hearts, you'll be 
set upon by a large group of Cyclopses. Don’t take the 
mushroom! 


The Key 

Use the Wand of Fireballs to burn through the black webs to the 
Southeast corner. Open the chest for the Star Key. Return to the 
North and burn through the webs there. Run to the right, open 
the door, and move South into a room of Splodos. Run through 
the door into Area 20. 


Area 20 


Use the Teleport Arrows to move up into the room with the 
Reapers. Trick them into shooting each other, then hit the 
Teleport Disc to teleport into a new area. When you hit the 
pressure plate, you'll create four Reapers! Destroy the lowest 
Reaper and duck into one of the doorways. Use a projectile 
weapon to destroy the highest Reaper, then trick the middle 
Reapers into shooting each other. 

When all the Reapers are gone, destroy the Mimic in the 
upper-left corner and take the Heart Key. Return with the 
Teleport Disc and open the Heart Door. The chest contains 
Magic Boots. Use the Boots and walk through the wall to the 
East. Enter the various rooms for items, then go through the 
door to Area 21. 


Area 21 


Trolls 

You'll find several Trolls in this Area. Once they’re all dead, you 
can explore freely. Don’t pick any of the mushrooms, though; 
each mushroom you pick will create a Spider. Use either of the 
two ladders leading up to Area 22. 
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Area 22 


Teleport Arrows _ 

Use the Teleport Arrows to move into the Southwest corner and 
hit the lever there. Then use the Arrows until you strike the 
Reaper in the middle of the Area. Walk North and the Arrows 
will take you into the Northeast corner. Open the door and walk 
into the Southeast corner to take the ladder up to Area 23. 


Area 23 


Rock and Lever 
The lever in the South part of the Area 
changes boulders into Teleport Arrows. 
Hit it a second time to turn the Arrows 
back into boulders. 

Trick the Reapers into shooting each 
other, then push the boulder onto the betwma.<20c2 
left side of the Heart Key. Walk down —===seieotos 
and hit the lever to turn the boulder into an Arrow. Teleport into 
the Key and take it, then teleport out. You can use the boulder a 
second time to Teleport into the Food. Finally, shove the boulder 
to the Eastern wall and teleport into the narrow tunnel. Walk 
along the tunnel until you find the ladder up to Area 24. 


Area 24 


To get to the ladder up to Area 25, you'll have to walk through 
the lava. If you hit the Teleport Arrows, you'll be carried away 
from the ladder. 


Area 25 


Three Boulders 

This puzzle isn’t as easy as it looks. First, push the left boulder 
upward. Then push the right boulder up. Shove the middle 
boulder to one side and you'll be able to walk through the door. 


Area 26 


Try using the upward ladders. The first two will be fakes. The 
real one will appear in the Northwest corner of the Area. 


Area 27 


The Wizards in the Northwest corner are invulnerable. Use the “secret” 
blocks to hide from the Wizards, then scamper to the next block. Use the 
secret passage to escape this area (although you'll have to return later). 
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Travel the Teleport Arrow 
road into the South half of the 
area. Trip the pressure plate to 
open the gates around the Heart 
Key. Return to the Wizards and 
grab the key, then escape again. 
Travel the Arrows for the final 
time, open the Heart Door, and 
climb back up to the surface of 
Britannia. 





THE CAVERN OF 
SELFISHNESS 
Area 1 


You'll meet Jaggers for the 
first time in this Area. 
They’re practically invin- 
cible, so don’t bother 
fighting them. Just go 
about the business of 
finding the Rune! 

Moving the boulders 
next to the ladder to Area 2 
is tricky. Throw projectile 
weapons to destroy the 
spider webs. This will give you space to push around the 
boulders. 


Area 2 


Walk through the secret doors without pushing any of the 
boulders, to the lever in thew Northwest corner. Push the lever 
and you'll open an exit in the Southwest corner. Walk down to 
the exit (you'll need to push a single boulder out of the way). 


Area 3 


The Black Knight 

You'll meet BK himself in this 
Area. He’s one very uncool dude. 
If you’ve got the Amulet of 
Lightning from Area 9, use it to 
blast the Knight and walk past 
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him. Open the chest to find a Potion. The ladder leads down to 
Area 12. 


Area 4 


There are tons of Eep Eeps here, so bring some Cheese. You'll 
need it! Eat the mushrooms to open the gates and open the way 
to Area 7. Be sure to talk to Chuckles; he’s got an interesting tip 
about the Black Knight. 


Area 5 


Spiders 

There are two Spiders guarding the Teleport Disc in the 
Northwest corner. Blast through their webs and touch the Disc 
to teleport into the main part of this Area. From here, you can go 
East to Area 6 or South to Area 8. 


Area 6 


Star Key 

Collect the Star Key is this Area and go into Area 9. You'll need 
it to unlock one of the two doors between you and the Amulet 
of Lightning. 


Area 7 


Talk to the Eep Eep in the Northwest corner to turn the lava squares 
into rubble squares that you can walk across without taking damage. 


Area 8 


Heart Key 

Rescue the Eep Eep in the Northwest corner of the Area to open 
the way into the Southwest corner. One of the chests here holds 
the Heart Key. Collect the Heart Key in this Area and go into 
Area 9. You'll need it to unlock one of the two doors between 
you and the Amulet of Lightning. 


Area 9 


Amulet of Lightning 

There are two doors—a Heart door and a 
Star door—that you must open to reach the 
Amulet. Get the keys you need from Rooms 
6 and 8. Finally, hit the lever in the middle of 
this Area to “toggle” the rocks and walk 
down to the Amulet (and the doors). 
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Area 10 


Don’t Take The Gem 

There’s a Gem in the Southeast corner that is very easy to get. 
The problem is that once you’ve entered the tunnel, you'll be 
unable to escape because of the Teleport Arrow. The only way to 
leave is to use your Ankh to teleport back to the Castle. 


Area 11 


Go into the Southwest area of the Area to reach the ladder 
leading to Area 20. There’s not much excitement in this Area! 


Area 12 


If you’ve just come down into this Area from Area 3, the only 
way you'll be able to go is South, into Area 14. Once you’ve 
explored Area 14 fully, and return here, you'll be able to go 
North (by eating a mushroom to open the gate). Use the levers 
to toggle the Teleport Arrows between pointing West (to Area 
11) or East (to Area 13). 


Area 13 


Hit the lever on the West side of the Area to open the gate in 
front of the ladder to Area 21. That's it! 


Area 14 


If you’ve entered this Area from Area 12, move into the 
Northwest corner for a Star Key, then the Northeast corner for a 
Hammer. Move into the Southwest corner. Use the Star Key to 
unlock the door, then smash through the barrel with the 
Hammer. Use the Teleport Disc to teleport over to the Southeast 
corner and collect the other goodies. There’s no way to move 
South from this Area. 


Area 15 


Storage Room 

Use the lever in the North part of 
the Area to open the gate into the 
Storage Room. You'll find several 
chests with helpful objects inside. 


Area 16 


Rolling Jaggers 
There are many Jaggers here to make just moving around a 
dangerous activity! You can run into four different Areas from 
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here, but only Area 18 has ladders 
leading deeper into the Cavern. 
Choose wisely! ~ 


Area 17 
Monster Lab 





Hit the pressure plates in the 
South part of the area to create 
monsters from the X inside the 
lab. Hit the X south of the 
pressure plates to destroy all the 
monsters in the room. Hit the 
levers to the East to make the 
Stone Heads inside the lab shoot 
at the monsters. 





Area 18 
Go into each of the chambers to the West and East for two 


Hearts, a Star, and the lever that opens up the gates to the South. 
Both of the ladders will take you to Area 25. 


Area 19 


Splodos 

This Area is filled with Splodos, little bouncing balls that blow 
up into fireballs! Go into the Southeast corner for a Heart Key, 
then go to the Northwest corner to use the Key. You'll find a 
chest with a Potion. Return to Area 10. 


Area 20 


This is a totally useless Area. All you'll find down here is a 
single piece of Cheese! Avoid coming here! 


Area 21 


Three Hammers 

There are three barrels blocking the ladder down to Area 22. You 
need to find them all before you can move on. The first Hammer 
is in the room with the two Jaggers. The second Hammer is in a 
box below the room with the Hearts and Stars. The third 
Hammer is inside the Mimic in the room with the Hearts and 
Stars. 
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Area 22 


Once you get past the two Eep Eeps 
at the start of the Area, you'll have an 
easy walk to the ladder in the 
Southeast corner. Collect the Hearts 
and Stars in this Area before you 
move on. 


Area 23 os 


The Star Key is in the Northeast corner, guarded by a Mimic. 
Destroy the Mimic and pick up the key, then use it on the door 
to the West to reach the ladder to Area 24. 


Area 24 


Rune of Sacrifice 
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Hit the lever in the Northeast corner. Burn all the webs you can 
with the Wand of Fireballs. Return to the Northeast lever and hit 
it again. Keep turning the doors into webs and burning them until 

you can’t find any more webs to toast. 

Move into the Northwest corner. Go through the secret wall and 
burn the web with the Wand. Eat the mushroom, then move into 
the Southeast corner. Get the Hammer and Stars in the area. 
Move to the lever in the Southwest corner and hit it. 
Return to the Rune. Bust through one of the barrels with the 
Hammer and take the Rune! Good work! 





Area 25 


Secret Tunnels 

This Area is filled with secret tunnels. You should be able to tell 
them apart from the normal walls easily. Walk to the East into 
Area 26, since that’s the only direction you can go in (besides 
back up into Area 18). 
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Area 26 
Magic Chalice ~- 


This is a complex Area to navigate, so here are 
step-by-step instructions. 


1. Walk to the right and hit the 2. Walk down to the Star Door 
Teleport Arrow. You'll be taken and open it. Walk to the right, 
around into asmallroom witha along the bottom tunnel. A huge 
Star Key. Pick up the Key and group of spiders will appear. 
teleport back to the West. Shoot all of the spiders, then move 
directly below the Wizards. 


3. Throw a projectile weapon to 
destroy all the spider webs 
underneath the Wizards. 
Sprint to the right and all the 
Wizards’ fireballs should miss. 
Hit the pressure plate in the 
Southwest corner. 


4, Run back and forth 
underneath the Wizards. The 
Reapers off the North edge of the 
screen will fire at you and 
destroy the middle Wizard in three hits. 


5. Return to the Teleport Arrows at the North side of the room. This time, 
you'll be taken into the room with the three Reapers. Run past them and 
grab the Heart Key. Return to the left and use the Teleport Arrow. 


6. Open the Heart Door with the 
Heart Key. Push the boulders so that 
the Reapers have an open line of fire 
at the Wizards below. Run back and 

forth to make the Reapers and 
Wizards shoot at each other. Repeat 

until all the Wizards are gone. 
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Area 26: The Magic Chalice (continued) 


7. Walk to the South and use the 
Magic Rope to cross the water over 
to the closed door where the Wizards 
were standing. Open the door and 
walk East to get the Magic Chalice! 
What's the purpose of this item? 
Every time you use it, you will 
exchange one Star for one Heart. Try 
it now and see what happens. 


Once you’ve got the Magic Chalice, use the Ankh to teleport 
back to the Castle. 





THE GREAT STYGIAN ABYSS 


at To Area 18... 





Area 1 


The pit drops down to Area 2, which will lead you to the Magic 
Armor. The ladder goes down to Area 9, which takes you to the 
Rune of Humility. 
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Areas 2-5 


You'll be doing a ridiculous amount of exploration in these four 
Areas before you can get to the Magic Armor. There’s no path to 
follow; you can accomplish the required tasks in almost any 
order. The best tip is to keep moving! Go through every door 
and trip every pressure plate. Eventually, you’ll work your way 
to Beh Lem. Don’t open the North door; instead, walk East and 
you'll find your way to Area 6. 


Area 6 


The Magic Armor! Put it on and 
wear it proudly. Touch the X to 
teleport back to Area 1. 


Area 7 
Air 
Walk into the Northwest corner and trip the pressure plate, then 
move East and walk into Area 8. 





Walk across the lava and fight they 
Dragon. Walk past him and through 
the two doors (using the Keys you 
collected from Areas 9 and 10). Blow 
away the Reapers and walk West into 
Area 7. Go down the ladder to drop 
into Area 11. 





Earth 
Find the Star Key, then walk West into Area 10 to find the Heart 
Key. 


Area 10 


Water 
Walk into the Southeast corner of the area to find the Heart Key. 
Move North into Area 7. 


Area 11 


There are three different exits in this Area. The ladder to the 
West goes down to Area 14 (and, eventually, the final Rune). The 
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ladder to the East goes to Area 12. The pit in the middle of the 
Area drops into Area 13. Choose your direction and get moving! 


Area 12 


A bogus Area that will just take you back to Area 11. There’s 
really no point in coming down here. Go for the final Rune! 


Area 13 


Use the pressure plate to create Jaggers, and use the lever to 
switch between the two wall layouts. Shoot the Jaggers to turn 
them into regular boulders, then push them into the areas where 
the walls will appear. Hit the lever to switch the walls, then 
push the boulders out of the way and go into the rooms to open 
the chests. The Star Key is in the Southwest corner; the Heart 
Key is in the Northwest corner; and the ladder to Area 14 is in 
the Southeast corner. 


Area 14 


Touch the ladder to make the 
walls disappear, then walk into 
the Northeast corner and hit the 
lever. Move down to the 
Southeast corner and trick the 
Reaper into blasting through all 
the webs. Push one of the 
boulders to gain access, then 
destroy the Reaper and touch the 
oy pressure plate. Move into the 
Northwest corner and destroy the second Reaper, again 
touching the pressure plate. 
Return to the lever and trip it to make the lava disappear. 
Go back to the Northwest plate and touch it again, then go to 
the Southeast plate and touch it. Keep alternating between the 
plates until the wall keeping you from the pit in the Northeast 
corner disappears. 


Area 15 


Seahorse Island 

This tranquil Area is a major storehouse of 
Hearts and Stars! Eat all the mushrooms to 
make even more goodies appear. When 
you've had your fill, go into the Southwest 
corner and move back up to Area 11. 








274 


Ultima: Runes of Virtue 


Area 16 


There are a few Teleport Arrow “loops,” arranged so that you 
spin in a circle until you lose all of your Hearts and die! Don’t 
get caught in one of these loops! Move South to find the pit 
leading down to Area 17. 


Area 17 


Pressure Plates 

In the room lined with pressure 
plates, the only one you need to 
touch is the second plate from the 
top, on the far left side of the room. 
This plate will toggle the Teleport 
Disc (see below). 





Teleport Disc 

The Disc will take you into every corner of the Area. Use the 
pressure plate to toggle the destination of the Disc. Go into the 
Southeast corner for the Heart key, and into the Northwest 
corner to open the door and drop into Area 18. 


Area 18 
Rat Factory 


Every time you 
touch one of the 
pressure plates, 
you'll create a 
Rat. By the time 
you've gone 
through the Area 
several times, the 
place will be 
crawling with 
Rats! Use your Flasks of Oil and other 
weapons to blast through the Rats. 


Area 19 


Let a Jagger move to the Northwest side of 
the Area, then destroy it. Move the boulder 
against the wall. Move over to the lever in 
the Northeast corner and trigger it, then 
return to the boulder. It will now be a 
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Teleport Arrow. Touch the Arrow and open the chest for a Heart 
Key, then move to the Heart Door and open it. 

Shoot the tiger, then run to the West underneath the 
Wizards. Move up to the single Teleport Arrow. It will turn from 
right to left. Use it and move around into the Southeast corner to 
eat the mushroom. Use the Arrows one last time to return to the 
middle of the Area. The Wizards will be gone, so drop down the 
pit into Area 20. 


Area 20 


An easy Area. Collect the three Keys, then move into the 
Southeast corner and open all the doors. Drop down the pit into 
Area 21. 


Area 21 


Trip one of the pressure plates to turn the boulders into webs, 
then use the Teleport Arrows. Remember to follow Beh Lem’s 
advice and shoot while you're teleporting. When you’ve cleared 
enough of the webs away, open the door and walk into the 
Southwest corner to drop down to Area 22. 


Area 22 


There are two Hammers in this Area, but you'll only need to use 
one to clear away the barrel blocking the bridge. Trip the 
pressure plate in the Southeast corner to make the Teleport 
Arrow blocking the bridge disappear. 


Area 23 


Volcanoes 

Nothing like a little volcanic activity to 
hurry you along! Eat all the 
mushrooms to make the Heart Keys 
appear, and trip the lever to make the 
ladder to Area 24 appear. 


Area 24 





Arrow Field 

Turn the Arrow Field so that the 
Arrows above the tunnel are 
pointing West.This way, you'll 
be able to reach the Key in the 
middle of the field without 
getting stuck. After you have 


<< Ovrr abs 
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the Key, return to the Teleport Disc and beam back out to the 
East. Use the Key to open the door and descend to Area 25. 


Area 25 


Keep using the pressure plates to open the door in the Southeast 
corner. Destroy the Mimic and take the Magic Boots. Use them 
to walk through the walls, grab the Hearts and Stars, and drop 
down the pit into Area 26. 


Area 26 


You'll have two volcanoes following you as you snake around 
this Area. Don’t get caught in a corner! Destroy the two Dragons 
and eat the mushroom in the Southeast corner, then move North 
to find the pit to Area 27. 


Area 27 


Listen to Beh Lem’s advice. Push a 
boulder two squares to the right of the 
right arrow and pull the lever. First, 
however, you need to “create” secret 
walls around the boulder so that you 
can push it into place. 


Area 28 


After the trials and tribulations of previous Areas, this Area is 
like a vacation! Talk to the Eep Eep, then explore to gather the 
Hearts and Stars. Go down the ladder into Area 29 when you’re 
ready to return to action! 





a ln. ln. lin. ln. ln. Area 29 
A. Me. i, he, Mm, te tm tt Mm! There are tons of Teleport 
ww <4 ew <a! Arrows, but getting to the pit in 
> wr <@ wa! the Northeast corner is pretty 


~~ tae w <<a) «asy. Just examine the arrows 


around you closely and decide 
which one to hit. As long as 
you’re moving up and right, 
you’re going in the right 
direction. 





Area 30 


There are a lot of Snakes here, but you can polish them off easily. 
Move South to the ladder and drop down to the final Area! 
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Area 31 





FEE GB” Ou Oe, Hey toe ed er te 
Fete et Fe 


Bethe Ge Brees, LAN 


This Area is overrun with deadly Wisps! Kill the Dragons and 
hit the pressure plates, then run North and take the final Rune! 


Sit back and watch the ending sequence! 


Rune of Humility 


278 





CHAPTER 28 


WWF Superstars 





Distributor: Acclaim/LJN 
Game Type: Sports 


WHAT’S GOING ON? 

Five of the best wrestlers in the World Wrestling Federation 
have been crammed into one Game Boy cartridge filled with 
Suplexes, Piledrivers and wild WWF action! Take on the identity 
of your favorite WWF wrestler and guide him all the way to the 
championship! 


PLAYERS 


WWE Superstars is for one or two players. The two-player mode 
requires two WWF Superstars Game Paks, two Game Boys and 
the Game Link. 
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SCORING 


The object of WWF Superstars is to defeat a series of opponents 
by pinning them for a three count. Before you can go for the pin, 
you have to wear your opponent down using punches, kicks 
and wrestling moves. If you defeat 
all your opponents, you'll win the 
title! 

In the one-player mode, you 
can set each match to be a single- 
pin match or best-of-3 pins. In 
addition, you can set a time limit 
for each match: five minutes, ten 
minutes, or no time limit at all! 





Insightful commentary! 


LIVES AND CONTINUES 


If you get pinned, the game is over and you'll have to start 
again. No continues, no second chances. You’re playing with the 
big boys! 


CONTROLS 


WY Coxe Execute 
Wrestler Moves 


Power oo Execute 
Throw pS Moves 
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MOVES 


There are many different moves to choose from, depending on 
the positions of you and your opponents. The instruction 
booklet for WWF Superstars shows you all of the maneuvers 
available to you, so refer to it as you play the game. 


THE WRESTLERS 


Mr. Perfect 
6°0", 25/1bs. 
Power Move: Kneelift 


Million Dollar Man Ted 
DiBiase 

6’ 3”, 260 lbs. 

Power Move: Shin Kick 





Macho King Randy 
Savage 

6’ 2”, 245 lbs. 
Power Move: 

Bionic Elbow 


The Ultimate Warrior 
6’ 2”, 275 lbs. 
Power Move: Headbutt 


Hulk Hogan 
6’ 8”, 303 Ibs. 
Power Move: Uppercut 
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STRATEGY SESSION 


Watch Your Back 


When you’re running away from 
your opponent, you’re giving him an 
easy target for a Dropkick. The 
computer is quite adept at nailing 
you from behind while you’re 
moving away. It’s better to dodge up 
and down instead of left and right to 
keep yourself safe from these 
Dropkicks. 


Go For Bodyslams 


As you get into later matches, you'll 
notice that your opponents punch 
less and Bodyslam more. Follow their 
example and go for Bodyslams 
yourself. Otherwise, you'll get in one 
or two punches, doing a little 
damage, before your opponent grabs 
you and pounds you into the canvas 
to do lots of damage. 


Use the Elbow Smash 


The Elbow Smash is a very effective 
maneuver if you’ve got your 
opponent trapped against the top or 
bottom of the ring. When this 
happens, your opponent can’t roll 
away from you and you can use a 
series of Elbow Smashes, reducing 
your opponent’s energy rapidly. Try 
it and see what happens! 
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WWE Superstars 


It’s Hard to Headlock 


Getting a good Headlock is one of the 
more difficult moves in the game. You 
have to be positioned properly, and 
you have to grab hold before your 
opponent yanks your legs out from 
under you! Keep trying the Headlock 
until you start to master its use. 


Don’t Pin Early 


It’s possible to go for the pin when 
your opponent still has a little energy 
left, but it’s not smart to do. Unless 
your opponent is completely drained 
of energy, he’ll kick out of your pin. 
Concentrate on getting your 
opponent fully drained of energy, 
then go for the three count. 


Je, URRR OR FSR 





SHH... THE SECRETS 


There are no secrets to success in the WWF. Hard work and 
devastating moves are the only way to reach the top! 
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Short Tips 


Here are some tips to add to your fun... 


BATMAN 

Sound Test 

On the title screen, hold Up and Right on the control pad. Press 
Start and wait for “Sound Test” to appear at the top of the 
screen. 


BATTLE BULL 


Passwords 

Use these passwords to start on any level with all of the 
armaments and weapons activated. Select the armaments and 
weapons you want from the shop before you begin a level. 


Level 1: LK** 
Level 2: LP** 
Level 3: LT** 
Level 4: LZ** 
Level 5: L3** 
Level 6: L7** 
Level 7: L*** 
Level 8: WF** 
Level 9: WK** 
Level 10: WP** 
Level 11: WT** 
Level 12: WZ** 
Level 13: W3** 
Level 14: W7** 
Level 15: W*** 
Level 16: 6F** 
Level 17: 6K** 
Level 18: 6P** 
Level 19: 6T** 
Level 20: 6Z** 
Level 21: 63** 
Level 22: 67** 
Level 23: 6*** 
Level 24: FF** 
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Level 25: FK** 
Level 26: FP** 
Level 27: FT** 
Level 28: FZ** 
Level 29: F3** 
Level 30: F7** 
Level 31: F*** 
Level 32: OF** 
Level 33: QK** 
Level 34: QP** 
Level 35: QT** 
Level 36: QZ** 
Level 37: Q3** 
Level 38: Q7** 
Level 39: Q*** 
Level 40: 1F** 
Level 41: 1K** 
Level 42: 1P** 
Level 43: 1T** 
Level 44: 1Z** 
Level 45: 13** 
Level 46: 17** 
Level 47: 1*** 
Level 48: 4F** 


Short Tips 


Boxxle 


Passwords 
Area 1: BDBD 
Area 2: DBBD 
Area 3: GBBG 
Area 4: HBBH 
Area 5: JBBJ 
Area 6: KBBK 
Area 7: LBBL 
Area 8: MBBM 
Area 9: NBBN 
Area 10: PBBP 
Area 11: QBBQ 


Bugs Bunny’s Crazy Castle 


Passwords 
Stage 10: WZFS 
Stage 20: ZTPZ 
Stage 30: WYCZ 
Stage 40: TX9W 
Stage 50: 2TWX 
Stage 60: YTKX 
Stage 70: SHE2 
Stage 80: XHO2 


Daedalin Opus 


Stage Select 
Enter the password ZEAL to enter a menu screen where you can 
select the different levels. 


Final Level 
The password for the last level is FINE. 


Dead Heat Scramble 


Stage Select 

On the title screen, press B eight times, A eight times, and then B 
as many times as the number of levels you want to skip. For 
example, to begin on Level 3, press B twice. 
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Gargoyle’s Quest: Ghosts ‘N Goblins 


Password 
This password will take you to the sixth and final town with 
maximum lives, gold and weaponry: NPAN-RRXY. 


Hyper Lode Runner 


Password 
Use this password to reach levels higher than 16: QM-0388. 


Lock ‘N Chase 


Extra Stages 

On the title screen, press A twice, B twice, A, and B twice. The 
words “Extra” will appear on the screen. Press Start to begin at 
Stage 7-1. 


Nemesis 


Level Two Bonus Round 

Near the end of the level, you'll see two Codas (the volcano-like 
enemies), one on the top of the screen and one on the bottom. 
Destroy the Coda on the top and fly upward through where the 
Coda used to be. You'll enter the Bonus Round. 


Ninja Boy 
Continue 


When you lose your last life, press A B and Start to continue at 
the Stage where you died. 


Penguin Wars 


Stage Select 

On the character screen, press and hold Left on the control pad 
with button B. Now press A and a number will appear in the 
lower-right corner of the screen. Press Up and Down to choose 
your round, and Start to begin the game. 
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Pipe Dream 


Passwords : 
Level 5: HAHA 
Level 9: GRIM 
Level 13: REAP 
Level 17: SEED 
Level 21: GROW 
Level 25: TALL 
Level 29: YALI 


QBillion 

Passwords 

The first three passwords for the game are WALL, IDEA and 
NOON. 


Shanghai 

Special Codes 

Enter these codes to try strange new modes of play! 

MAN: Play with a character set that is very easy to make 
matches with! 

REV: All of the tiles are upside-down. You have to play blind! 
STF: Look at the programmers’ names. 

ZAP: You'll get a zapping sound when you can’t remove a tile. 


Super Mario Land 

Hidden Elevator 

In World 1-3, walk to the ledge with the Gao just to the right. 
Kill the Gao and break the third block twice, without moving it. 
An elevator will appear. Climb onto the elevator and ride to the 
top of the screen. Now find the tube and go into it! 


Teenage Mutant Ninja Turtles 

Bonus Game Select 

When you see the Stage Select screen, press A and B 
simultaneously and a question mark (?) will appear on the 
menu. Select the ? and hit Start. Now you can play any of the 
three bonus games. 
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Invisible Turtle 

On the title screen, hold down A, B and Select. Now press Start. 
On the Configuration Mode screen, continue to hold down all 
the buttons and press start on Stage 2. In Stage 2, go to Bonus 
Game 2 and make sure you have only one Life Bar remaining. 
While you're flashing, reset the game by pressing A, B, Select 
and Start. On the Configuration Mode screen, hold down A, B 
and Select again. Choose Leonardo as your turtle. When the 
screen says “Stage 1” press A, B and Right on the controls until 
the screen comes on. Now you're invisible! Don’t enter any 
Bonus Games or you'll lose your invisibility. 


Power-Up 

At any time during the game, hit Start to pause. Now press Up, 
Up, Down, Down, Left, Right, Left, Right, B, and A. Unpause 
and your Turtle will be powered up! You can only use this trick 
once per game. 


Tetris 


Extra Speed Game 

On the title screen, hold Down on the control pad. Press Start, 
choose your game level, and begin the game. A heart will 
appear next to your level, indicating you’re playing at fast 
speed. 


Got any other great tips? Let us know! Write to: 
Game Tips 


P.O. Box 1260 
Rocklin, CA 95677-1260 
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